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GAMING SYSTEM AND METHOD WHICH
ENABLES MULTIPLE PLAYERS TO
SIMULTANEOUSLY PLAY MULTIPLE
INDIVIDUAL GAMES OR GROUP GAMES ON
A CENTRAL DISPLAY

PRIORITY CLAIM

This application is a continuation of, and claims priority to
and the benefit of U.S. patent application Ser. No. 13/763,
197, filed on Feb. 8, 2013, which issued as U.S. Pat. No.
8,613,650 on Dec. 24, 2013, which is a continuation of, and
claims priority to and the benefit of U.S. patent application
Ser. No. 13/353,605, filed on Jan. 19, 2012, which issued as
U.S. Pat. No. 8,403,740 on Mar. 26, 2013, which is a continu-
ation of, and claims priority to and the benefit of U.S. patent
application Ser. No. 11/847,957, filed on Aug. 30, 2007,
which issued as U.S. Pat. No. 8,109,821 on Feb. 7, 2012,
which is a non-provisional of, and claims priority to and the
benefit of U.S. Provisional Patent Application No. 60/825,
040, filed on Sep. 8, 2006, the entire contents of each of which
are incorporated herein by reference.

COPYRIGHT NOTICE

A portion of the disclosure of this patent document con-
tains or may contain material which is subject to copyright
protection. The copyright owner has no objection to the pho-
tocopy reproduction by anyone of the patent document or the
patent disclosure in exactly the form it appears in the Patent
and Trademark Office patent file or records, but otherwise
reserves all copyright rights whatsoever.

BACKGROUND

Gaming is becoming a more social and leisure activity.
Individual players intending to gamble often stroll a casino
floor with other people in small groups or as couples, for
example, as a husband and wife. Generally, players (and their
friends or spouses who may not want to gamble) prefer to
maintain their social interactivity while on a casino floor.
However, with casino floors becoming increasingly con-
gested with gaming machines, tables, and record numbers of
people gambling, keeping a social group intact is getting
more difficult. For example, at peak times, a couple or a group
of friends may wander a casino floor and search for two or
more adjacent seats at a card table, at adjacent gaming
machines, or at sports and horserace wagering areas. Conse-
quently, sometimes patrons have to either separate, spend
more time searching or waiting for desirable seating or leave
to go to another casino to find a suitable playing area with the
desired games.

Most gaming machines, card tables, and sports wagering
floors are not conducive or accommodating to two or more
people gaming, whether they are playing separate games or
sharing decision making on a single game, and variations
thereof, or sitting together and simultaneously socializing.
Even if two or more adjacent seats are found at a card table or
at gaming machines, they typically are not prone to be com-
fortable for long-term socializing, for instance, over the
course of an evening or night. This is especially true for casino
patrons who are less inclined to gamble and are there with
friends or a spouse more for the social aspects and to partici-
pate in non-gaming activities (e.g., video and audio entertain-
ment) or simply to watch others gamble. Many current gam-
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2

ing machines and casino floor layouts are poorly suited to
address the increasing need to make gaming a more social
activity.

Certain known gaming systems display an award on a
single display device for multiple gaming machines. For
example, known electronic horse racing game systems
include individual terminals that enable players to wager on a
horse race displayed on a large display device positioned in
front of the individual terminals. Many casinos also have
designated rooms with seating areas (sometimes called sports
books) for a plurality of players. The rooms include large
displays which display live sporting events and teller stations.
The casino enables the players to wager on various sporting
events at the teller stations. In another example, progressive
awards for multiple gaming machines are often displayed by
a display device above the gaming machines where such
awards can be won. Certain known gaming devices enable a
player to play multiple games at the same time. For example,
one very popular gaming machine enables a single player to
play multiple poker games at the same time.

However, these known gaming machines and systems do
not promote or foster socialization between players, or
between players and non-players. Accordingly, there is aneed
for new gaming systems that provide an environment that
facilitates social interactivity among patrons thereby enhanc-
ing the casino experience for gamers and non-gamers.

SUMMARY

One embodiment of the present disclosure provides a gam-
ing system including a central controller, a central display
which includes a plurality of display segments and at least one
and preferably a plurality of player stations. The display
segments are configured to each separately display one of a
plurality of games, to co-act to display a plurality of games, or
to co-act to display one game. Each player station is config-
ured to enable a player to simultaneously play one or more of
the games displayed by the display segments. The player
stations are thus configured to enable a plurality of players to
simultaneously play the same displayed games. The player
stations specifically enable multiple players to participate in a
same play of one of the games displayed by the central display
or a display device and to enable multiple players to simulta-
neously play individual games displayed by the display seg-
ments. The games may be interactive games such as a draw
poker game or may be non-interactive games such as a slot
game. The games may be primary games or secondary games.

In one embodiment, the gaming system enables multiple
players to simultaneously play a same game as a group. In one
such embodiment, the group game is a primary game oper-
able or initiated for a player when that player makes a wager,
such that each player must make a wager to participate in a
play of the group game. Upon an initial wager by one of the
players for a play of the group game, the gaming system
enables other players to join in or participate in the play of the
group game. After the participation period ends, one or more
of the display segments displays the play of the group game
and the gaming system provides a same group outcome for
the players who joined or participated in the play of the group
game. While such primary group games operable upon
wagers by the players are used herein to describe the various
embodiments, it should be appreciated that one or more ofthe
games provided by the systems and methods disclosed herein
may be secondary games or other games which do not require
wagers. It should also be appreciated that the gaming system
enables the different players to wager different amounts on
the same play of the game and pays or awards the participat-
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ing players based on their respective different wagered
amounts and the same group game outcome such as a same
winning symbol combination.

In one embodiment, the gaming system enables each
player to simultaneously wager on one or more games and
then each ofthe games displayed on the display segments are
played simultaneously. The gaming system includes a plural-
ity of different games which are displayed by the display
segments. It should be appreciated that the games may be
different kinds of the same game, such as slots, or different
types of games, such as slot and bingo. The gaming system
includes a plurality of player stations which each include at
least one input device. The gaming system provides at least
one round of game play and preferably a plurality of sequen-
tially provided rounds of play. For each round of game play,
the gaming system enables a plurality of players to each
wager on one, a plurality or each of the games during a first
period of time or during a participation period. The gaming
system indicates the participation period to the players, for
example by a countdown of time. During this participation
period, each of the players may wager on one, a plurality or all
of'the games displayed on the display segments of the central
display. At the end of the participation period, the gaming
system simultaneously generates and displays game out-
comes for each game displayed on the display segments of the
central display, regardless of whether one or more players are
wagering on the games. For each participating player, the
gaming system determines a game result to provide the player
for each game the player participated in based on the game
outcome of said game displayed by the display segment. This
embodiment creates fast-paced gaming and generates excite-
ment for the participating players. In various embodiments,
the games do not need to be started at the same time, but can
be started in groups or at staggered times. In other embodi-
ments, each of the games begins play simultaneously but
displays the game outcomes sequentially. Any suitable
arrangement for providing the games may be implemented in
accordance with the present disclosure.

In one embodiment, the gaming system includes a plurality
of group games and one or more players may simultaneously
participate in one or more of the plurality of group games. In
one such embodiment, each of the group games is displayed
by one display segment of the central display. The gaming
system enables each of the multiple players to wager upon
each of the displayed group games. In one such embodiment,
for each of the displayed group games, upon an initial wager
by one ofthe players for a play of that group game, the gaming
system enables other players to join in or participate in that
play of the group game. After the participation period ends,
the display segments display the play of that group game and
the gaming system provides a same group outcome for each
of the players who joined or participated in the play of that
group game.

In this embodiment, multiple players may wager on the
same play of the same game at the same time and therefore
each player who participates in a same play of the same game
anticipates a same winning game outcome, creating an aura of
camaraderie and a team experience. Additionally, even if a
player is not participating in the same group game as a friend,
the present disclosure enables players to view all of the game
outcomes so they can view their friends’ game results while at
the same time viewing their own game results. Implementa-
tion of the present disclosure thus will tend to enhance the
social aspects of gaming in a casino.

In one example embodiment, the gaming system includes
five player stations or terminals and a central display having
six display segments which each display a separate or indi-
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vidual group game. If four players are using four of the player
stations at the same time, these players can play the same or
different numbers of games. For example, the first player can
play two games (displayed by two of the display segments),
the second player can play all six games (displayed by six of
the display segments), the third player can play five of the
games (displayed by five of the display segments), and the
fourth player can play three of the games (displayed by three
of the display segments). These players are thus simulta-
neously participating in different group games. It should be
appreciated that in certain embodiments, each of the display
segments can be displaying game outcomes on that display
segment on a regular basis whether or not the games on all of
those display segments are being wagered on. In this
example, if the second player leaves, all of the six display
segments can continue to display game outcomes. Thus, it
should be appreciated that the present disclosure contem-
plates the random generation of outcomes without wagers
being played on one or more of the outcomes displayed by the
display segments.

In certain embodiments, the gaming system autonomously
determines game outcomes for each of the games. That is, the
gaming system generates outcomes for the games without any
player input. In such embodiments, ifa game is a type of game
that may be an interactive game, such as blackjack, the gam-
ing system makes any required game decisions based on
gaming rules. In certain embodiments, the decisions are
based on optimal strategies. That is, the gaming system makes
decisions for the players in a game that may be configured to
require player input, thereby eliminating any determination
of player control and eliminating any possible delays caused
by the necessary player inputs or delays in such player inputs.

In other embodiments, as mentioned above, the gaming
system includes at least one interactive group game that
requires player input. The central controller and a plurality of
player stations enable a plurality of players to play the inter-
active game as a group. The interactive group game, such as
draw poker, requires player input, decision making or control
to obtain a final game result or a game outcome.

In one embodiment, only one player controls an interactive
group game. The central controller may determine which
player controls the interactive group game in any suitable
manner. For instance, in alternative embodiments, the central
controller and the player stations: (a) enable the player with
the highest overall wager for the interactive group game to
control the interactive group game; (b) enable the players to
vote to determine the player to control the interactive group
game; (¢) enable the player with a highest primary game score
in a single round to control the interactive group bonus game;
(d) enable the player with a highest primary game score in
multiple rounds or during a certain time period to control the
interactive group bonus game; (e) determine control of the
interactive group game based on a characteristic derived from
player tracking systems or cards, such as the highest ranked
player; (f) enable the player who has played the longest to
control the interactive group game; or (g) enable the player
who wagered the most during a set period of time to control
the interactive group game.

In other embodiments, the gaming system enables a plu-
rality or all of the players participating in the interactive group
game to control the game. The control may rotate among
players in any suitable manner. In one embodiment, the
change of control based on predetermined criteria. For
example, ifa player obtains a first designated game result they
keep control of the group game. If the player obtains a second
designated game result the play goes to a next person. The
control rotates among the players in a predetermined order in
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one embodiment. In other embodiments, the order is random
or otherwise suitably determined. For example, the player
with the highest overall wager controls the game at the ini-
tiation of the game, and the gaming system enables the player
located to the right of that player to subsequently control the
game. The order of control of the game may be predetermined
based on any suitable factor, such as by the order of the player
stations. The order of control may also be randomly deter-
mined. For example, the central controller randomly deter-
mines a first player to control the interactive multi-player
group game. Upon a mistake or a loss made by the first player,
the central controller determines a second player to control
the interactive multi-player group game. That is, the first
player has control until the first player loses and then a second
player controls the game. In another embodiment, the players
are ranked according to wager amounts and the players con-
trol the game in order of their ranking. In one embodiment,
the player who wagers the largest amount controls the game
first. The player who wagers the second largest amount con-
trols the game second. The order of player control may be
determined in any suitable manner.

In other embodiments, the gaming system enables multiple
players to play a same group game but can provide a plurality
of the players different game outcomes. That is, the players
participate in one game but either randomly receive different
game outcomes or make one or more inputs which can cause
different game outcomes. For example, three players play
video blackjack on the central display. In one embodiment,
the gaming system determines and displays a hand of cards
for the dealer and determines and displays a single hand for
each of the participating players. The gaming system enables
each participating player to control their individual game. For
example, the player may stay to accept the given cards or may
hit to obtain another card. In one embodiment, each player is
playing against the hand of the dealer. Each player makes a
decision and receives an individual game outcome based on
their final hand and the dealer’s final hand. The game result
(i.e., the amount of the win of zero or more) for each indi-
vidual player is based on the game outcome and the player’s
individual wager on that play of the game. It should be appre-
ciated that the gaming system may enable the players to
obtain different outcomes from a same group game in any
suitable manner.

In one embodiment, the gaming system enables multiple
players to play a same group game but provides a plurality of
the players different game results based on individual deci-
sions that each player is enabled to make and on common or
community possibilities. That is, the players participate in
one game make an input which causes a different game result
for their individual game. For example, three players play
video poker on the central display. The dealer has the same
initial hand for each of the players and the players have a
community deal with community draws but individual holds.
In one embodiment, the gaming system determines and dis-
plays a hand of cards for the dealer and determines and
displays a hand for each of the participating players. In one
embodiment, each of the hands is the same and each player
makes an individual decision whether to hold or discard
cards. If the player discards a card, in one embodiment, each
player is dealt cards from the same deck. For example, player
#1 discards 2 cards and is provided with a jack of hearts and
aking of clubs. When player #2 discards one card, the gaming
system provides player #2 with a jack of hearts. The same
drawn cards are given to the players in the same order from a
community draw. The gaming system then provides each of
the players with their own game result based on the outcome
and their wager amount. In another multi-player individual
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poker embodiment, each of the players receives a unique hand
and is dealt different cards. For example, player #1 discards 2
cards and is provided with a jack of hearts and a king of clubs.
When player #2 discards a card, the gaming system provides
player #2 with a new card from the deck, such as a queen of
hearts. That is, instead of each player having the same com-
munity draw, the players share one or more decks and are
dealt cards accordingly as in a table game of poker. It should
be appreciated that the gaming system may enable the players
to obtain different outcomes from a same group game in any
suitable manner.

It should be appreciated that these multi-player group
games with different game outcomes may be displayed to the
players in any suitable manner by the display segments. In
one embodiment, each of the games is displayed on the cen-
tral display simultaneously. In another embodiment, when a
player makes a decision or upon an occurrence of a game
event that game is displayed. For example, the game is a poker
game with three players. In one embodiment, the dealer’s
hand is continually displayed on the central display. Each
player separately and in turn makes a decision and is dealt
cards. For example, the first player makes an input and the
central display displays the first player’s input and the result.
After the first player finishes, the second player makes an
input and the central display displays the second player’s
input and the result. In another embodiment, only winning
game outcomes or all game outcomes are displayed on the
central display and individual game results for each player are
displayed to each player on that player’s player station.

In other embodiments, the gaming system enables a plu-
rality of the players to individually and simultaneously play a
single game on one or more display segments of the central
display. In one embodiment, the gaming system includes
multiple player stations and enables at least one playerto play
at each player station. Upon player initiation of one of the
player stations, the central display and the player station
indicate to the player the associated display segment. The
gaming system enables the player to play a game displayed on
the associated display segment and provides the player an
individual game outcome.

In other embodiments, the gaming system enables each of
the players to select the game to play and to select the asso-
ciated display segment for the play of the game. For example,
for each player, the gaming system enables the player to
individually place a wager at a player station for a play of a
game. The central controller and the player station enable the
player to make an input at the player station to select a game
to play from a plurality of games. The central controller and
the player station additionally enable the player to make an
input at the player station to select an available display seg-
ment of the central display for a play of the selected game.
The central display and the player station indicate to the
player the selected display segment which displays the
selected game. The gaming system enables the player to play
the game and provides the player a game outcome.

In other embodiments, the gaming system enables the
player to select the game to play and determines and associ-
ates a display segment with the selected game. For example,
the gaming system enables the player to place a wager at the
player station for a play of a game. The central controller and
the player station enable the player to make an input at the
player station to select a game to play from a plurality of
games. In various embodiments, the display segments asso-
ciated with a player or a player station are dependent on a
factor such as: (a) a player’s single wager; (b) a player’s
wager over a predetermined amount of time; (c) a player’s
game score; (d) a player’s game scores over a predetermined
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amount of time; (e) a characteristic derived from a player
tracking system, such as the highest ranked player; (f) length
of' game play; or (g) any other suitable factor or characteristic.
In one embodiment, the central display and the player station
associate a display segment with the game and the central
display indicates to the player the associated display segment
which displays the selected game. The gaming system may
indicate to the player the associated display segment through
any suitable method.

In another embodiment, each display segment is associated
with a separate and independent game. In one embodiment,
the central controller, the player station and the central dis-
play enable the player to select the game to play (from the
plurality of possible games) by selecting the display segment.
That is, by selecting a display segment, the player is selecting
which of the games to play. In one such embodiment, an
individual outcome is generated for each of the games that the
player is individually playing.

In one embodiment, each display segment is associated
with a separate and independent game and the gaming system
provides the player with secondary awards or outcomes based
on a game factor such as the number of total games played or
the average number of display segments played at one time or
the wagers made upon each game. That is, playing the games
of'the central display provides players an additional incentive
or chance for a prize in addition to the outcome of the game.
For example, for each game played on the central display, the
player receives a single point, symbol or icon which is inde-
pendent from the game’s outcome. The gaming system or
establishment has an award structure for the points or icons.
For example, the player who collects the most “gaming wall
points” in a day wins a prize or an award. In another example,
once a player achieves a designated amount such as two
hundred “gaming wall points” the player wins a prize or an
award. The prize or award may be any suitable prize or award.

It should be appreciated that the points or the gaming wall
points may be configured in any suitable manner. In one
embodiment, a player receives one point per game played on
the central display. In another embodiment, the player
receives points based on the amount wagered by the player on
the games of the central display. In another embodiment, the
gaming system provides a player points based on a side wager
or side bet made on games of the central display. In various
embodiments, the player’s points or icons accumulate from
game to game and over a specified time period or continually.

In one embodiment, a player may only pick or select cer-
tain display segments, such as only the display segments in
the first row. In one embodiment, the availability of the dis-
play segments is based on the player station. For example, a
first player station is associated with a first group of display
segments and a second player station is associated with a
second group of display segments that may include one or
more of same or different display segments as the first group
of display segments. In another embodiment, the gaming
system determines the game and the display segments for the
player based on the amount wagered. It should be appreciated
that the availability of the games and display segments pro-
vided to a player may be determined in any suitable manner.

In another embodiment, the gaming system enables a
player to play a single game on multiple display segments. In
one such embodiment, a plurality of the display segments
display one or more elements of the game. The multi-display
segment game may be triggered upon an occurrence of a
suitable triggering event. For example, upon the occurrence
of a triggering event, such as obtaining a bonus game in a
primary game or by wagering a certain amount in the game,
the gaming system associates a designated number, for

10

15

20

25

30

35

40

45

50

55

60

65

8

example three display segments, with that player’s game. In
one embodiment, each of the display segments display a
different element of a game. For example, for a three-reel slot
game, the central controller causes the central display to
display one reel on each of three display segments in a row.

In one embodiment, the gaming system enables a player to
simultaneously play multiple individual games on multiple
display segments. That is, the gaming system enables the
player to wager on and play multiple individual games simul-
taneously. For example, the player may place a wager to play
five of nine display segments. The central controller, central
display and player station enable the player to play all of the
games at the same time or substantially the same time and
provide outcomes for the player for each of the games. In one
embodiment, the gaming system enables the player to wager
different wager amounts for the various games. In one
embodiment, the gaming system enables the player to wager
different amounts for different results of a same game, such as
different amounts on different paylines in the same game. In
one embodiment, the gaming system enables the player to
wager different amounts for different games. In another
embodiment, the player may only wager one amount for each
of the games being played at the same time or selected for
play at the same time. In one embodiment, the gaming system
enables the player to wager a lower amount for multiple
games than it would cost to play each of the games individu-
ally when the player wagers on multiple games. That is, the
gaming system offers the player a discount for simulta-
neously wagering on multiple games. It should be appreciated
that the gaming system may offer a player a discount on
games for any suitable reason.

In another embodiment, the gaming system enables the
player to play all of the display segments. In this embodiment,
any suitable factor or element may enable the player to play
all of the display segments, such as but not limited to: a wager
amount, a triggering event, a player tracking characteristic, a
point value, an award amount, an amount of time or any other
suitable element.

In various embodiments, the gaming system includes or is
associated with a seating area where a group of players can
comfortably view the central display (including each of the
individual display segments) and use player stations to wager
on the games displayed by the display segments. This
enables, for example, a group of friends to sit in one area over
the course of several hours and engage in game play as indi-
viduals or as a group using the player stations. In other
embodiments, one or more of the display segments can be
controlled by the player stations. The player stations can be
used to select the games to be displayed. The player stations
can also be used to select non game functionality for one or
more of the display segments. This arrangement also accom-
modates non-gaming players in the group who, in one
embodiment, can use the player stations or similar control
device to control audio and video entertainment, use con-
cierge services, and to access the Internet through one more of
the display segments. The number of these non-gaming dis-
play segments can be limited. Thus, in some embodiments,
the present disclosure encourages the social aspects of gam-
ing by allowing groups or couples including players and
non-players to stay together while on the casino floor.

In one embodiment, the central display is a single display
device. In another embodiment, each display segment of the
central display includes an individual display device or an
electronic gaming module. In one embodiment, a plurality of
the display segments are arranged in rows and columns to
form the central display. In one embodiment, the gaming
system includes a plurality of central displays that may be
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located near the other central displays or apart from other
central displays. The central displays may be connected or
networked to provide gaming between the central displays. In
one embodiment, each of the central displays operates inde-
pendently from the other central displays. In other embodi-
ments, the display segments are located in various locations
or spread across a casino or a room. The display segments are
preferably adjacent, but may alternatively be not adjacent.

The gaming system includes at least one player station. The
player station may be any suitable apparatus and include any
combination of components of a gaming device. In one
embodiment, the player station is a player station having a
suitable cabinet, display device, and input devices similarto a
conventional gaming machine such as a convention video slot
gaming machine. In another embodiment, a player station is
in the form of a remote control or a portable unit. The remote
player station may be a portable player station such as but not
limited to a cellular phone, a personal digital assistant, and a
wireless game player. In one embodiment, images rendered
from 3-D gaming environments may be displayed on portable
player stations. In one embodiment, a central controller has
gaming logic for commanding the remote player station to
render an image from a virtual camera in a 3-D gaming
environment stored on the remote player station and to dis-
play the rendered image on a display located on the remote
player station.

In one embodiment, the player station includes a user inter-
face that enables a user to control one or more items displayed
on the display segments of the central display. In one embodi-
ment, one or more of the player stations can enable a player to
select one or more aspects of the game of the central display.
For example, a player station may include a touch screen
display that has an arrangement or configuration similar to the
display segments on the central display for the player to select
games and to make game decisions wager on the players for
that game. That is, in one embodiment, the player stations
display a game selector or grid divided into segments that
correspond to the games displayed on the central display. The
player may simply touch the corresponding segment on the
player station to select a game to play. In one embodiment, the
grid is a default condition and the player may customize the
display of the player station to display any suitable image. For
example, the grid is displayed until the player selects one or
more games to display on the display of the player station.
Upon touching the games, the display of the player station
enlarges the selected games. In one such embodiment, the
player station controls the display of the central display. That
is, when a player initiates a game on a player station, the
player station initiates the game on the central display. In
another such embodiment, the player station sends the infor-
mation to a central controller which controls the display of the
central display.

In one embodiment, the gaming network has a plurality of
player stations with display devices and a network connecting
the player stations to a gaming server computer or central
controller. In one embodiment such network includes a plu-
rality of sub-networks which control certain aspects of the
gaming system. In one embodiment, the gaming system is
server based and is operable to quickly change the games
displayed on the central display.

It should be appreciated that the present disclosure pro-
vides a plurality of different games that players may each
individually play at a same location. Gambling is a social
activity where friends and spouses often like to sit near each
other but frequently prefer playing different types of games
and prefer playing individual games. The present disclosure
enables multiple players to individually play different games
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at the same location and to view their friends and spouses
game outcomes, creating a more interesting and exciting
gaming experience.

Additional features and advantages are described herein,
and will be apparent from, the following Detailed Description
and the figures.

BRIEF DESCRIPTION OF THE FIGURES

FIG. 1A, is a perspective view of one embodiment of the
central display of the disclosed gaming system.

FIG. 1B is a network diagram showing network connec-
tions among monitors, and hardware components of a central
display of one embodiment of the disclosed gaming system.

FIG. 1C is a front, side, perspective and back view of one
embodiment of one of the display segments of the central
display of the disclosed gaming system.

FIGS. 1D and 1E are two front views of a central display of
different embodiments of the disclosed gaming system.

FIGS. 2A and 2B are perspective views of alternative
embodiments of the player stations of the disclosed gaming
system.

FIG. 2C is a front view of an alternative embodiment of the
player station of the disclosed gaming system.

FIGS. 2D and 2E illustrate possible player inputs and
screen shots of one embodiment of the player station of the
disclosed gaming system.

FIG. 3A is a schematic block diagram of an electronic
configuration of one embodiment of the disclosed gaming
system.

FIG. 3B is a schematic block diagram illustrating a plural-
ity of player stations in communication with a central con-
troller and a central display in communication with the cen-
tral controller.

FIG. 3C is a diagram that illustrates one embodiment of a
network topology of the disclosed gaming system.

FIG. 3D is a block diagram that illustrates a simplified
network topology including some implementations of an
arbiter.

FIG. 3E is a diagram that illustrates one embodiment of a
network of the disclosed gaming system.

FIG. 3F illustrates one embodiment of a network device.

FIGS. 4A, 4B, and 4C are perspective views of different
embodiments of the player stations and seating areas of the
disclosed gaming system that include a central display and a
multiple player stations.

FIGS. 5A, 5B, 5C, and 5D are perspective views of one
multi-player individual game play embodiment of the dis-
closed gaming system that includes a plurality of player sta-
tions and a central display.

FIGS. 6A, 6B, 6C, and 6D are perspective views of one
multi-player group game embodiment of the disclosed gam-
ing system that includes a plurality of player stations and a
central display.

FIGS. 7A, 7B, 7C, 7D, 7E, 7F, and 7G are perspective
views of one multi-player interactive group game embodi-
ment of the disclosed gaming system that includes a plurality
of player stations and a central display.

FIGS. 8A and 8B are perspective views of one tournament
embodiment of the disclosed gaming system that includes a
plurality of player stations and a central display wherein the
display segment associated with each player’s game is based
on a ranking of the players.

FIG. 9 is a perspective view of one embodiment of the
disclosed gaming system which provides a bonus award to the
players based on multiple game results displayed on multiple
display segments of the central display.
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FIGS. 10A, 10C, 10G, 10H and 101 are perspective views
of one embodiment of the disclosed gaming system that
includes a plurality of player stations at a table and a central
display, wherein the gaming system enables players to par-
ticipate in the displayed games for a participation period and
after a participation period ends, the gaming system simulta-
neously generates and displays a game outcome for each of
the displayed games.

FIGS. 10B, 10D, 10E and 10F are screen shots of the
display devices of a plurality of the player stations of FIGS.
10A, 10C, 10G, 10H and 101, illustrating the betting display
of one embodiment of the present disclosure.

FIGS.11A,11B, 11C, 11D and 11E are perspective views
of one embodiment of the disclosed gaming system that
includes a plurality of player stations at a table and a central
display, wherein the gaming system enables players to select
one or more games, select a wager denomination for the
games and to place a wager on the games and to play the
games when an assigned game number is played on the cen-
tral display.

FIGS. 12A, 12B, and 12D are perspective views of one
embodiment which includes a central display and a table
including a plurality of different types of player stations
wherein the outcomes displayed to the players on the player
stations are customizable.

FIGS. 12C and 12E are enlarged perspective views of the
player stations of FIGS. 12A, 12B, and 12D of one embodi-
ment of the present disclosure.

FIGS.13A,13B, 13C, 13D and 13E are perspective views
of one embodiment which includes a central display that
includes a plurality of video display segments and a plurality
of mechanical display segments.

FIGS.14A,14B,14D and 14E are perspective views of one
embodiment of the disclosed gaming system that includes a
plurality of player stations at a table and a central display,
wherein the gaming system enables players to participate in
the displayed games for a participation period and after a
participation period ends, the gaming system simultaneously
generates and displays a game outcome for each of the dis-
played games and displays individual player results at the
player stations.

FIGS. 14C and 14F are enlarged perspective views of the
table and the player stations of FIGS. 14A, 14B, 14D and 14E
illustrating the player station displays of one embodiment of
the present disclosure.

DETAILED DESCRIPTION

The gaming system of the present disclosure includes a
central controller, at least one player station and a central
display. As illustrated in FIGS. 1A, 1B and 1C, 1D and 1E the
central display 10 includes a plurality of display segments
12a, 12b, 12¢, 12d, 12e, 12f, 12g, 12k, and 12i. In one
embodiment, each of the display segments includes an indi-
vidual display device or an electronic gaming module. In one
embodiment, the central display is composed of these indi-
vidual display devices arranged in rows and columns, creat-
ing a matrix of display segments as illustrated in FIGS. 1A
and 1B. The display segments are each operable to display a
primary game and/or any secondary game as well as infor-
mation relating to the primary or secondary game. The dis-
play segments may include the same type of display device or
different types of display devices.

The central display 10 and the display segments 12a, 125,
12¢, 12d, 12e, 12f, 12g, 12k, and 12/ may include, without
limitation, a monitor, a television display, a plasma display, a
liquid crystal display (LCD) a display based on light emitting
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diodes (LED), a display based on a plurality of organic light-
emitting diodes (OLEDs), a display based on polymer light-
emitting diodes (PLEDs), a display based on a plurality of
surface-conduction electron-emitters (SEDs), a display
including a projected and/or reflected image or any other
suitable electronic device or display mechanism. In one
embodiment, as described in more detail below, the display
device includes a touch-screen with an associated touch-
screen controller. The display devices may be of any suitable
size and configuration, such as a square, a rectangle, a circle
or an elongated rectangle. The display segments may be visu-
ally distinguishable by a border, such as an LED border,
which enables players to focus more easily on a particular
monitor.

The display segments 12a, 125, 12¢, 12d, 12, 12f, 12g,
12/, and 12i of the central display 10 of the gaming system of
the present disclosure are configured to display at least one
and preferably a plurality of game or other suitable images,
symbols and indicia such as any visual representation or
exhibition of the movement of objects such as mechanical,
virtual or video reels and wheels, dynamic lighting, video
images, images of people, characters, places, things and faces
of cards, and the like. As illustrated in FIG. 1A, in one
embodiment, each of the display segments display a game.
The upper-right display segment 12a displays a slot game.
The top-middle display segment 125 displays a poker game,
etc. In one embodiment, the central display displays a single
game on more than one display segment. In another embodi-
ment, the central display displays a single game on all of the
display segments.

In one embodiment, the symbols, images and indicia dis-
played on one or more of the display segments may be in
mechanical form. That is, the central display and one or more
of the display segments may include any electromechanical
device, such as one or more mechanical objects, such as one
or more rotatable wheels, reels or dice, configured to display
at least one and preferably a plurality of game or other suit-
able images, symbols or indicia. In one alternative embodi-
ment, the symbols, images and indicia displayed on or of the
display device may be in mechanical form. That is, the dis-
play segments may include any electromechanical device,
such as one or more mechanical objects, such as one or more
rotatable wheels, reels or dice, configured to display at least
one or a plurality of game or other suitable images, symbols
or indicia.

It should be appreciated that the central display may be
used in any suitable manner. The present disclosure includes
various embodiments and configurations of how the display
segments are operated.

In one embodiment, as illustrated in FIGS. 1B and 1C, each
of'the display segments is a separate display device which is
connected to the gaming system. It should be appreciated that
the display segments may be any suitable type of display
device and include or be connected to any other suitable
components. It should be appreciated that the display seg-
ments may be one or more different sizes and may be one or
more different types of display devices. The design or the
configuration of the central display is not limited to a matrix
but may be any other suitable shape or arrangement of display
segments. The display segments are operable to display any
suitable type of content including advertisements, live video
feeds from seating areas, television, satellite and cable pro-
grams, sporting events, news programs, promotional videos,
concierge services, games, and Internet content. The display
segments are operable to execute a single task or execute a
task in tandem with other display segments to perform a
single task. For example, all the display segments of an entire
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central display may function simultaneously to provide a
large-scale display of a single game. The central controller or
one more of the player stations may cause the display seg-
ments to simultaneously function to provide a large-scale
display of a single game or event.

FIG. 1B illustrates one embodiment of the gaming system
of the present disclosure showing network connections
among display segments 12a, 125, 12¢, 12d, 12¢, 12f, 12g,
12/, and 124, peripherals, and hardware components. In FIG.
1B, each of the display segments 12a, 125, 12¢, 12d, 12¢, 12f,
12g, 12/, and 12/ are separate display devices. As illustrated
in FIG. 1C, the display segment 12« includes any number of
peripherals. In one embodiment, each of the display segments
includes a central processing unit, a power supply, a power
mains connector and an Ethernet connector. The player sta-
tions and the display segments may be networked in any
suitable manner, for example by an Ethernet or RS232. In one
embodiment, the display segments 12a, 125, 12¢, 12d, 12e,
12/, 12g, 12/, and 12i are operably connected to a player
station control panel 18 and to a gaming wall server 16 which
is connected to the player station control panel 18 via a router
14. It should be appreciated that the display segments may
include various interfaces for power supply and input and
output of data including power mains connector, serial and
parallel ports, Ethernet connectors, USB ports, and connec-
tions for telephone systems such as POTS (plain old tele-
phone service) or high-speed, digital communications lines.
Other appropriate ports can be utilized depending on the type
of network protocol being used and on the type of hardware
components. In one embodiment, one of the display segments
is directly connected to and controlled by another one of the
display segments. A display segment can also be controlled
directly by a player station or any other suitable controller.
Appropriate connectors and interfaces for these specific
implementations can be included in the rear panel of the
display segments as illustrated in FIG. 1C.

In one embodiment, a subnet connects the display seg-
ments and other hardware components to a gaming wall
server 16. In one embodiment, the display segments are con-
trolled by the gaming wall server 16. Although it should be
appreciated that the central controller 66 may function as the
gaming wall server or may include a gaming wall server. In
one embodiment, the player stations and peripherals are con-
nected to a bus. The gaming system may have one or more
player stations. A player station can be wired to a bus or have
awireless connection using an appropriate protocol including
a 802.11x, a Bluetooth, or near-field magnetic conduction. If
there is more than one player station, there can be a combi-
nation of wired and wireless connections to the subnet.

FIG. 1D is a frontal view of a central display 10 of the
gaming system in accordance with one embodiment of the
present disclosure with a plurality of same-sized rectangular
display segments 12a, 1256, 12¢, 12d, 12¢ and 12f'and a long
rectangular display segment 12g at the top of the central
display 10. FIG. 1E is a frontal view of another configuration
of the central display or gaming wall 10 of the present dis-
closure. As illustrated in FIG. 1E, a central display 10
includes a plurality of display segments of different sizes and
shapes. It should be appreciated that the display segments
may be any suitable size and shape and may change sizes and
shapes based on game play. For example, if players are only
playing 3 of the 6 display segments, the central display 10
may only display the 3 display segments being played and
enlarge the 3 display segments. However, when a player
wants to play another game not currently being displayed by
the 3 display segments, the central server may change the
configuration of the central display 10 to display 4 display
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segments. It should be appreciated that the gaming system is
operable to resize the display segments, reshape the display
segments, add display segments or remove display segments
for any suitable reason.

The gaming system of the present disclosure includes at
least one player station and preferably a plurality of player
stations. The player stations may include any suitable device
including but not limited to a gaming device having a cabinet,
display device, and input device, a remote control device or
portable unit. The player station of the present disclosure may
include any suitable combination of the below listed elements
in combination with any other suitable elements which
enables a player to play the games of the present disclosure.

The present disclosure may be implemented in various
player station configurations, including but not limited to: (1)
aplayer station providing some computerized instructions for
controlling one or more aspects of the games prior to delivery
to a gaming establishment; or (2) a changeable player station,
where some computerized instructions for controlling one or
more aspects of the games or the player station are download-
able to the player stations through a data network when the
gaming player station is in a gaming establishment. In one
embodiment, the computerized instructions for controlling
any games are executed by a central server, central controller
or remote host. In such a “thin client” embodiment, the central
server remotely controls any games or other suitable inter-
faces and the player station is utilized to display such games
(or suitable interfaces) and receive one or more inputs or
commands from a player. In another embodiment, the com-
puterized instructions for controlling one or more aspect of
the games, such as an award determination, are communi-
cated from the central server, central controller or remote host
to a player station’s local processor and memory devices. In
such a “thick client” embodiment, the player station’s local
processor executes the communicated computerized instruc-
tions to control one or more aspect of the game or other
suitable interfaces provided to a player.

In one embodiment, one or more player stations in a gam-
ing system may be thin client player stations and one or more
player stations in the gaming system may be thick client
player stations. In another embodiment, certain functions of
the player stations are implemented in a thin client environ-
ment and certain other functions of the player stations are
implemented in a thick client environment. In one such
embodiment, computerized instructions for controlling any
primary games are executed by a central server in a thin client
configuration and computerized instructions for controlling
any secondary games or bonus functions are communicated
from the central server to the player station in a thick client
configuration. In another such embodiment, computerized
instructions for controlling any secondary games or bonus
functions are executed by a central server in a thin client
configuration and computerized instructions for controlling
any primary games are communicated from the central server
to the player station in a thick client configuration.

FIGS. 2A, 2B and 2C illustrate three alternative embodi-
ments of the player station as player station 20a, player sta-
tion 205 and player station 20c, respectively.

In one embodiment, as illustrated in FIGS. 2A and 2B,
player station 20 has a support structure, housing or cabinet
which provides support for a plurality of displays, inputs,
controls and other features of a conventional player station. It
is configured so that a player can operate it while standing or
sitting. In one embodiment, the player station includes extra
controls so that multiple players may operate the player sta-
tion at the same time. The player station may be positioned on
a base or stand or can be configured as a pub-style table-top
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game (not shown) which a player can operate preferably
while sitting. As illustrated by the different configurations
shown in FIGS. 2A and 2B, the player station may have
varying cabinet and display configurations.

In one embodiment, as illustrated in FIG. 3A, the player
station may include at least one processor 22, such as a
microprocessor, a microcontroller-based platform, a suitable
integrated circuit or one or more application-specific inte-
grated circuits (ASIC’s). The processor is in communication
with or operable to access or to exchange signals with at least
one data storage or memory device 24. In one embodiment,
the processor and the memory device reside within the cabi-
net of the player station. The memory device stores program
code and instructions, executable by the processor, to control
the player station. The memory device also stores other data
such as image data, event data, player input data, random or
pseudo-random number generators, pay-table data or infor-
mation and applicable game rules that relate to the play of the
player station. In one embodiment, the memory device
includes random access memory (RAM), which can include
non-volatile RAM (NVRAM), magnetic RAM (MRAM),
ferroelectric RAM (FeRAM) and other forms as commonly
understood in the gaming industry. In one embodiment, the
memory device includes read only memory (ROM). In one
embodiment, the memory device includes flash memory and/
or EEPROM (electrically erasable programmable read only
memory). Any other suitable magnetic, optical and/or semi-
conductor memory may operate in conjunction with the
player station and gaming system disclosed herein.

In one embodiment, part or all of the program code and/or
operating data described above can be stored in a detachable
or removable memory device, including, but not limited to, a
suitable cartridge, disk, CD ROM, DVD or USB memory
device. In other embodiments, part or all of the program code
and/or operating data described above can be downloaded to
the memory device through a suitable network.

In one embodiment, an operator or a player can use such a
removable memory device in a desktop computer, a laptop
personal computer, a personal digital assistant (PDA), por-
table computing device, or other computerized platform to
implement the present disclosure. In one embodiment, the
gaming system is operable over a wireless network, such as
part of a wireless gaming system. In this embodiment, the
player station may be a hand held device, a mobile device or
any other suitable wireless device that enables a player to play
any suitable game at a variety of different locations. It should
be appreciated that a player station as disclosed herein may be
a device that has obtained approval from a regulatory gaming
commission or a device that has not obtained approval from a
regulatory gaming commission. It should be appreciated that
the processor and memory device may be collectively
referred to herein as a “computer” or “controller.”

In one embodiment, as discussed in more detail below, the
gaming device randomly generates awards and/or other game
outcomes based on probability data. In one such embodiment,
this random determination is provided through utilization of
a random number generator (RNG), such as a true random
number generator, a pseudo random number generator or
other suitable randomization process. In one embodiment,
each award or other game outcome is associated with a prob-
ability and the player station generates the award or other
game outcome to be provided to the player based on the
associated probabilities. In this embodiment, since the player
station generates outcomes randomly or based upon one or
more probability calculations, there is no certainty that the
player station will ever provide the player with any specific
award or other game outcome. In another embodiment, each
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award or other game outcome is associated with a probability
and the central controller or server generates the award or
other game outcome to be provided to the player based on the
associated probabilities. In one embodiment, each of the
player stations includes an RNG and the central server con-
trols the display of the central display. It should be appreci-
ated there may be one or more RNG’s per: (a) display seg-
ment; (b) central display; (c) player station; (d) number of
games; (e) the number of potential games; or (f) any combi-
nation of the above. It should also be appreciated that one or
more processors may work together and communicate to
accomplish any suitable function of the gaming system.

In another embodiment, as discussed in more detail below,
the gaming system employs a predetermined or finite set or
pool of awards or other game outcomes. In this embodiment,
as each award or other game outcome is provided to the
player, the central controller flags or removes the provided
award or other game outcome from the predetermined set or
pool. Once flagged or removed from the set or pool, the
specific provided award or other game outcome from that
specific pool cannot be provided to the player again. This type
of gaming system provides players with all of the available
awards or other game outcomes over the course of the play
cycle and guarantees the amount of actual wins and losses.

In another embodiment, as discussed below, upon a player
initiating game play at the player station, the player station,
enrolls in a bingo game. In this embodiment, a bingo server
calls the bingo balls that result in a specific bingo game
outcome. The resultant game outcome is communicated to
the individual player station, to be provided to a player. In one
embodiment, this bingo outcome is displayed to the player as
a bingo game and/or in any form in accordance with the
present disclosure.

In one embodiment, as illustrated in FIG. 2A, the player
station includes one or more display devices controlled by the
processor. The display devices are preferably connected to or
mounted to the cabinet of the player station. The embodiment
shown in FIG. 2A includes a central display device 26 which
displays a primary game. This display device may also dis-
play any secondary game associated with the primary game as
well as information relating to the primary or secondary
game. The alternative embodiment shown in FIG. 2B
includes a lower display device 26 and an upper display
device 28. The upper display device may display a primary
game, any suitable secondary game associated with the pri-
mary game and/or information relating to the primary or
secondary game. As seen in FIGS. 2A and 2B, in one embodi-
ment, the player station includes a credit display 30 which
displays a player’s current number of credits, cash, account
balance or the equivalent. In one embodiment, player station
includes a bet display 32 which displays a player’s amount
wagered.

In another embodiment, at least one display device may be
a mobile display device, such as a PDA or tablet PC, that
enables play of at least a portion of the primary or secondary
game at a location remote from the player station.

The display segments may include, without limitation, a
monitor, a television display, a plasma display, a liquid crystal
display (LCD) a display based on light emitting diodes
(LED), adisplay based on a plurality of organic light-emitting
diodes (OLEDs), a display based on polymer light-emitting
diodes (PLEDs), a display including a projected and/or
reflected image or any other suitable electronic device or
display mechanism. In one embodiment, as described inmore
detail below, the display device includes a touch-screen with
an associated touch-screen controller. The display segments
may be of any suitable configuration, such as a square, a
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rectangle or an elongated rectangle. It should also be appre-
ciated that the actual central display may be any suitable
shape such as flat or have a curvature.

The display devices of the player station are configured to
display at least one and preferably a plurality of game or other
suitable images, symbols and indicia such as any visual rep-
resentation or exhibition of the movement of objects such as
mechanical, virtual or video reels and wheels, dynamic light-
ing, video images, images of people, characters, places,
things and faces of cards, tournament advertisements and the
like.

In one alternative embodiment, the symbols, images and
indicia displayed on or of the display device may be in
mechanical form. That is, the display device may include any
electromechanical device, such as one or more mechanical
objects, such as one or more rotatable wheels, reels or dice,
configured to display at least one and preferably a plurality of
game or other suitable images, symbols or indicia.

As illustrated in FIG. 2A, in one embodiment, the player
station includes at least one payment acceptor 34 in commu-
nication with the processor. As seen in FIGS. 2A and 2B, the
payment acceptor may include a coin slot 36 and a payment,
note or bill acceptor 38, where the player inserts money, coins
or tokens. The player can place coins in the coin slot or paper
money, ticket or voucher into the payment, note or bill accep-
tor. In other embodiments, devices such as readers or valida-
tors for credit cards, debit cards or credit slips may accept
payment. In one embodiment, a player may insert an identi-
fication card into a card reader of the player station. In one
embodiment, the identification card is a smart card having a
programmed microchip or a magnetic strip coded with a
player’s identification, credit totals (or related data) and other
relevant information. In another embodiment, a player may
carry aportable device, such as a cell phone, a radio frequency
identification tag or any other suitable wireless device, which
communicates a player’s identification, credit totals (or
related data) and other relevant information to the player
station. In one embodiment, money may be transferred to a
player station through electronic funds transfer. When a
player funds the player station, the processor determines the
amount of funds entered and displays the corresponding
amount on the credit or other suitable display as described
above.

It should be appreciated that the accounting for gaming
system may be accomplished in a plurality of different ways.
In one embodiment, each player station tracks the funds of
that player station. In another embodiment, the central con-
troller tracks the funds of each of the player stations. In one
embodiment, both the player stations and the central control-
ler tracks the funds of that player station. In one such embodi-
ment, the funds tracked by the player stations and the central
controller are redundant and are reconciled. In one embodi-
ment, certain player stations, such as gaming machines, track
their own funds and the central controller tracks the funds of
certain player stations, such as hand-held devices.

As seen in FIGS. 2A, and 2B, in one embodiment the
player station includes at least one and preferably a plurality
of'input devices 40 in communication with the processor. The
input devices can include any suitable device which enables
the player to produce an input signal which is received by the
processor. In one embodiment, after appropriate funding of
the player station, the input device is a game activation device,
such as a pull arm 42 or a play button 44 which is used by the
player to start any primary game or sequence of events in the
player station. The play button can be any suitable play acti-
vator such as a bet one button, a max bet button or a repeat the
bet button. In one embodiment, upon appropriate funding, the
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player station begins the game play automatically. In another
embodiment, upon the player engaging one of the play but-
tons, the player station automatically activates game play.

In one embodiment, as shown in FIGS. 2A and 2B, one
input device is a bet one button 46. The player places a bet by
pushing the bet one button. The player can increase the bet by
one credit each time the player pushes the bet one button.
When the player pushes the bet one button, the number of
credits shown in the credit display preferably decreases by
one, and the number of credits shown in the bet display
preferably increases by one. In another embodiment, one
input device is a bet max button (not shown) which enables
the player to bet the maximum wager permitted for a game of
the player station.

In one embodiment, one input device is a cash out button
48. The player may push the cash out button and cash out to
receive a cash payment or other suitable form of payment
corresponding to the number of remaining credits. In one
embodiment, when the player cashes out, the player receives
the coins or tokens in a coin payout tray 50. In one embodi-
ment, when the player cashes out, the player may receive
other payout mechanisms such as tickets or credit slips
redeemable by a cashier (or other suitable redemption sys-
tem) or funding to the player’s electronically recordable iden-
tification card.

In one embodiment, as mentioned above and seen in FIG.
3A, one input device is a touch-screen 52 coupled with a
touch-screen controller 54, or some other touch-sensitive dis-
play overlay to allow for player interaction with the images on
the display. The touch-screen and the touch-screen controller
are connected to a video controller 56. A player can make
decisions and input signals into the player station by touching
the touch-screen at the appropriate places. One such input
device is a conventional touch-screen button panel.

In another embodiment, one, a plurality or each of the
display segments is a touch-screen coupled with a touch-
screen controller or some other touch-sensitive display over-
lay to allow for player interaction with the images on the
display segments. The touch-screens and the touch-screen
controllers are connected to a video controller.

The player station may further include a plurality of com-
munication ports for enabling communication of the proces-
sor with external peripherals, such as external video sources,
expansion buses, game or other displays, an SCSI port or a
key pad.

In one embodiment, a watchdog timer is used in the player
stations or the central controller to provide a software failure
detection mechanism. In one embodiment, in a normal oper-
ating system, the operating software periodically accesses
control registers in the watchdog timer subsystem to “re-
trigger” the watchdog. Should the operating software fail to
access the control registers within a preset timeframe, the
watchdog timer will timeout and generate a system reset.
Certain watchdog timer circuits contain a loadable timeout
counter register to allow the operating software to set the
timeout interval within a certain range of time. A differenti-
ating feature of some circuits is that the operating software
cannot completely disable the function of the watchdog timer.
In other words, the watchdog timer functions from the time
power is applied to the board.

The player stations and the central controller may use
several power supply voltages to operate portions of the com-
puter circuitry. These can be generated in a central power
supply or locally on the computer board. If any of these
voltages falls out of the tolerance limits of the circuitry they
power, unpredictable operation of the computer may result.
Though most modern general-purpose computers include
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voltage monitoring circuitry, these types of circuits only
report voltage status to the operating software. Out of toler-
ance voltages can cause software malfunction, creating a
potential uncontrolled condition in the gaming computer.
Player stations, the central display and the central controller
may have power supplies with tighter voltage margins than
that required by the operating circuitry. In addition, the volt-
age monitoring circuitry implemented in player stations may
have two thresholds of control. The first threshold generates a
software event that can be detected by the operating software
and an error condition is generated. This threshold is trig-
gered when a power supply voltage falls out of the tolerance
range of the power supply, but is still within the operating
range of the circuitry. The second threshold is set when a
power supply voltage falls out of the operating tolerance of
the circuitry. In this case, in one embodiment the circuitry
generates a reset, halting operation of the computer.

In one embodiment, the software uses a state machine.
Different functions of one or more of the games (bet, play,
result, points in the graphical presentation, etc.) may be
defined as a state. In one embodiment, when a game moves
from one state to another, critical data regarding the game
software is stored in a custom non-volatile memory sub-
system. This ensures the player’s wager and credits are pre-
served and to minimize potential disputes in the event of a
malfunction on the player station.

The player stations, the central controller and the display
segments may include serial interfaces to connect to specific
subsystems or subnets internal and external to the player
stations, central controller and the display segments. The
serial devices may have electrical interface requirements that
differ from the “standard” EIA serial interfaces provided by
general-purpose computers. These interfaces may include
EIA, EIA, Fiber Optic Serial, optically coupled serial inter-
faces, current loop style serial interfaces, etc. In addition, to
conserve serial interfaces internally in the player station,
serial devices may be connected in a shared, daisy-chain
fashion where multiple peripheral devices are connected to a
single serial channel.

The serial interfaces may be used to transmit information
using communication protocols that are unique to the gaming
industry. For example, SAS is a communication protocol used
to transmit information, such as metering information, from a
player station to a remote device. Often SAS is used in con-
junction with a player tracking system.

Player stations may be treated as peripheral devices to a
casino communication controller and connected in a shared
daisy chain fashion to a single serial interface. In both cases,
the peripheral devices are preferably assigned device
addresses. If so, the serial controller circuitry must implement
a method to generate or detect unique device addresses.

In one embodiment, security monitoring circuits detect
intrusion into a player station or gaming station by monitor-
ing security switches attached to access doors in a designated
area, such as a player station cabinet. In one embodiment,
access violations result in suspension of game play and can
trigger additional security operations to preserve the current
state of game play. These circuits also function when power is
off by use of a battery backup. In power-off operation, these
circuits continue to monitor the access doors of the player
station. When power is restored, the player station can deter-
mine whether any security violations occurred while power
was off, e.g., via software for reading status registers. This can
trigger event log entries and further data authentication opera-
tions by the player station software.

Trusted memory devices may be included in player sta-
tions, the central controller or display segments to ensure the
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authenticity of the software that may be stored on less secure
memory subsystems, such as mass storage devices. Trusted
memory devices and controlling circuitry are typically
designed to not allow modification of the code and data stored
in the memory device while the memory device is installed in
the player station. The code and data stored in these devices
may include authentication algorithms, random number gen-
erators, authentication keys, and operating system kernels.
The purpose of these trusted memory devices is to provide
gaming regulatory authorities a root trusted authority within
the computing environment that can be tracked and verified as
original. This may be accomplished via removal of the trusted
memory device from the player station, central controller or
display segment and verification of the secure memory device
contents is a separate third party verification device. Once the
trusted memory device is verified as authentic, and based on
the approval of the verification algorithms contained in the
trusted device, the player station, central controller or display
segment is allowed to verify the authenticity of additional
code and data that may be located in the gaming computer
assembly, such as code and data stored on hard disk drives.

Mass storage devices used in a general purpose computer
typically allow code and data to be read from and written to
the mass storage device. In a gaming environment, modifica-
tion of the gaming code stored on a mass storage device is
strictly controlled and would only be allowed under specific
maintenance type events with electronic and physical
enablers required. Though this level of security could be
provided by software, player stations, central controllers or
display segments that include mass storage devices may
include hardware level mass storage data protection circuitry
that operates at the circuit level to monitor attempts to modify
data on the mass storage device and will generate both soft-
ware and hardware error triggers should a data modification
be attempted without the proper electronic and physical
enablers being present.

In one embodiment, a player need not be present at the
central display to play. In one example of this embodiment,
the player can use a handheld device (or other communication
apparatus) to participate in the gaming experience, as illus-
trated in FIGS. 2C, 2D and 2E. In one embodiment, as illus-
trated in FIGS. 2C, 2D, and 2E, player station 20c is a hand-
held, wireless device. The wireless device may include any
suitable combination of displays, inputs, controls and other
features of a conventional player station. In the illustrated
embodiment, the player station includes a single display 70
and a plurality of player inputs such as buttons 72, 74, 76, 78,
80 and 82. In the illustrated embodiment, the player stations
includes a touch screen coupled with a touch-screen control-
ler, or some other touch-sensitive display overlay to allow for
player interaction with the images on the display 70. A player
can make decisions and input signals into the player station by
touching the touch-screen at the appropriate places. One such
input device is a touch-screen button panel. In the illustrated
embodiment, the display device 70 displays a grid where each
box square of the grid of the player station correlates to one of
the games of the central display. For example, the upper left
box of the display that states “Slot Game #1” correlates to the
first slot game 12a of the central display of FIG. 1A. It should
be appreciated that the touch screen may have an arrangement
or configuration similar to the display segments of the central
display or enable the player to select the games in any suitable
manner.

As illustrated in FIG. 2C, in one embodiment, the player
station includes a plurality of input buttons in addition to the
touch screen. The player station 20c¢ includes a bet max, all
game max play button 72 which enables the player with one
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touch of a button to wager the maximum on every game of the
central display. The player station includes a repeat bet button
74 that enables the player to repeat the previous selections
made. The player station includes a bet max on selected
games button 76 which enables the player to individually
select games and then press one button to wager the maxi-
mum on each selected game. The player station includes a
select all games button 78 which enables the player to select
all of the games at once. The player station additionally
includes a help button 80 and a cash out button 82. It should
be appreciated that the player station may include any suitable
inputs.

FIG. 2D illustrates an example of what the display device
70 of the player station may display while a game is playing.
As illustrated in FIG. 2C, a player selected slots game #1 and
the bet max on selected games button 76. The display displays
the game outcome for the entire game and the player’s indi-
vidual game result. The player won an award of 120 credits. It
should be appreciated that the display device may communi-
cate the game outcome, game results and award to the player
in any suitable manner.

As illustrated in FIG. 2E, the player selects the cash out
button 82 and the player station informs the player to go to the
kiosk to pick up the player’s ticket. In the illustrated embodi-
ment, certain player stations may not print award tickets and
the player may have to go to a kiosk to receive their award
ticket.

In one embodiment, the handheld device has a display
device that allows the player to customize the betting experi-
ence. The player is able to input betting parameters and
choose which games they wish to participate in. For example,
a player may choose to wager $5 per line on 5 paylines out of
9 paylines at a player station. This information is sent to the
central controller and the player is registered as a participant
in the game.

In one embodiment, before the game is ready to begin, the
player may receive a countdown or other indication on their
handheld device to let them know the game is about to take
place. Other pertinent information, such as paytable and bet
confirmation, may also be displayed at this time. Once the
game is ready to take place and a game outcome has been
determined, in one embodiment, the display of the handheld
device is capable of replicating the actual game outcome.
That is, the display of the handheld device will replicate a
portion or all of the game outcome for the entire game, such
as simulated reels spinning and an indication of the outcome
that mirrors the outcome shown on the central display. This
simulated display enables the player to experience the game
by replicating some or all of the same visuals shown at the
central display. However, it also grants a player the freedom to
move about the casino, still feel involved in the game, and not
be tied to a certain area to play.

After the game outcomes are displayed or indicated on the
handheld device, the handheld device may be programmed to
display the different paylines to the player. In one embodi-
ment, the handheld device shows the player game results that
the player wagered on in addition to the game outcome. For
example, the handheld device may scroll through paylines
1-5 (the paylines bet on by the player) and show the player
what they have won and what awards are associated with
those wins. Alternatively, the handheld device may also scroll
through lines 6-9 (the paylines not wagered on by the player)
and indicate wins or game outcomes on those paylines. This
illustrates what other players participating in the gaming
event have won and also indicates to the player what they
could have won if they wagered in a different manner. In one
embodiment, the non-wagered on game outcomes or wins
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may be illustrated in distinctive graphics or may be high-
lighted to indicate to the player that though the particular
outcome is associated with the game the player participated
in, they will not be credited with a win because they did not
make the required bet. For example, when the handheld
device scrolls through these paylines, it may be done in a
shaded (grayscale) or darkened manner.

In one embodiment, the player may be able to play more
than one game on the handheld device. For example, a player
may choose to wager on both a slot game and a poker game.
In one embodiment, this information is sent to the central
control and the player is registered to play both of the games.
In one embodiment, the player’s handheld device is a repli-
cating display of the central display. That is, even though the
player is playing multiple games they are able to experience
both games on their handheld devices through a replication of
the game outcomes generated and displayed on the central
display. In this embodiment, the player can experience mul-
tiple games without having to be proximate to the central
display. In the embodiment where the player is simulta-
neously participating in one or more games, the player may
control the display by scrolling through their games splitting
the screen between the games, having the games display
sequentially, or any other desirable display criteria. In another
embodiment, the handheld device only displays the game
results for that player. That is, instead of showing the result of
every game outcome (e.g., every payline of the game), the
handheld device only displays the game results that pertain to
the player’s particular wager (e.g., the paylines that player
wagered on).

It should be appreciated that the players may submit
wagers on the handheld device or fund a handheld device in
any suitable manner. In one embodiment, the gaming system
enables a player to enter funds at a kiosk or a gaming station
or device. In one embodiment, the gaming system has an
identifier, such as an identification number, for the handheld
device. In one embodiment, the player enters the identifica-
tion number and enters funds at the kiosk. These funds are
associated with that handheld device and the player remains
anonymous. In another such embodiment, the handheld
devices include an identifier such as a barcode and the player
scans the barcode at the kiosk and inserts funds. In another
embodiment, a gaming establishment employee assists play-
ers in funding the handheld device. In another embodiment,
the gaming system is linked to player accounts. When a player
begins play on the handheld device, the player identifies his or
her account and funds wagers from that account. Wagers and
wins are then subtracted and added to the account. In some
embodiments, players may choose how to fund the handheld
device.

Additionally, players may receive their winnings from a
handheld device in any suitable manner. In one embodiment,
the gaming system has an identifier, such as an identification
number, for the handheld device. In one embodiment, upon
the termination of game play, the player enters the identifica-
tion number at the kiosk to receive an award ticket. In another
such embodiment, the handheld devices include an identifier
such as a barcode, upon termination of play, the player scans
the barcode at the kiosk to receive an award ticket. In another
embodiment, a gaming establishment employee assists play-
ers in returning the handheld device and obtaining any
awards. In another embodiment, the gaming system is linked
to player accounts. Wins are then added to the account. It
should be appreciated that any suitable identifiers and meth-
ods may be used to fund the handheld devices and to redeem
winnings.
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In one embodiment, the player station includes extra con-
trols so that multiple players may operate the player station at
the same time.

In one embodiment, as seen in FIG. 3A, the player station
includes a sound generating device controlled by one or more
sounds cards 58 which function in conjunction with the pro-
cessor. In one embodiment, the sound generating device
includes at least one and preferably a plurality of speakers 60
or other sound generating hardware and/or software for gen-
erating sounds, such as playing music for the primary and/or
secondary game or for other modes of the player station, such
as an attract mode. In one embodiment, the player station
provides dynamic sounds coupled with attractive multimedia
images displayed on one or more of the display devices to
provide an audio-visual representation or to otherwise dis-
play full-motion video with sound to attract players to the
player station. During idle periods, the player station may
display a sequence of audio and/or visual attraction messages
to attract potential players to the player station. The videos
may also be customized for or to provide any appropriate
information.

In one embodiment, the gaming system may include a
sensor, such as a camera in communication with the processor
(and possibly controlled by the processor) that is selectively
positioned to acquire an image of a player actively using the
player station and/or the surrounding area of the player sta-
tion. In one embodiment, the camera may be configured to
selectively acquire still or moving (e.g., video) images and
may be configured to acquire the images in either an analog,
digital or other suitable format. The display devices may be
configured to display the image acquired by the camera as
well as display the visible manifestation of the game in split
screen or picture-in-picture fashion. For example, the camera
may acquire an image of the player and the processor may
incorporate that image into the primary and/or secondary
game as a game image, symbol or indicia. In another embodi-
ment, the gaming system includes a wireless transceiver or a
camcorder and the display segments are components of or are
connected to televisions, satellites, DVD players, digital
video recorders and Internet-enabled devices. In one embodi-
ment, the game may be displayed on the central display and
replicated on one or more the player stations. In another
embodiment, the game is only displayed on the central dis-
play and the player station is only used to input decisions or
commands in the game. In another embodiment, a primary or
base game is displayed on the player station and/or the central
display and one or more bonus games are displayed on the
central display only. In one embodiment, the player stations
provide other information to a player, such as the win/loss
history of that certain games or the win/loss history of that
player. It should be appreciated that the central display and
the player stations may work together with a central controller
or a plurality of servers to provide the games to the player in
any suitable manner.

In one embodiment, as illustrated in FIG. 3B, one or more
of'the player stations 20 are in communication with each other
and/or at least one central server, central controller or remote
host 66 through a data network or remote communication link
68. In this embodiment, the central server, central controller
or remote host is any suitable server or computing device
which includes at least one processor and at least one memory
or storage device. In different such embodiments, the central
server is a progressive controller or a processor of one of the
player stations in the gaming system. In these embodiments,
the processor of each player station is configured to transmit
and receive events, messages, commands or any other suit-
able data or signal between the individual player station and
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the central server. The player station processor is operable to
execute such communicated events, messages or commands
in conjunction with the operation of the player station. More-
over, the processor of the central server is configured to trans-
mit and receive events, messages, commands or any other
suitable data or signal between the central server and each of
the individual player stations. The central server processor is
operable to execute such communicated events, messages or
commands in conjunction with the operation of the central
server. It should be appreciated that one, more or each of the
functions of the central controller as disclosed herein may be
performed by one or more player station processors. It should
be further appreciated that one, more or each of the functions
of one or more player station processors as disclosed herein
may be performed by the central controller. In one embodi-
ment, the central controller has an uninterruptible power sup-
ply (“UPS”). In one embodiment, the UPS is a rack mounted
UPS module.

In one embodiment, the game outcome provided to the
player is determined by a central server or controller and
provided to the player at the player station. In this embodi-
ment, each of a plurality of such player stations is in commu-
nication with the central server or controller. Upon a player
initiating game play at one of the player stations, the initiated
player station communicates a game outcome request to the
central server or controller.

In one embodiment, the central server or controller
receives the game outcome request and randomly generates a
game outcome for the primary game based on probability
data. In another embodiment, the central server or controller
randomly generates a game outcome for the secondary game
based on probability data. In another embodiment, the central
server or controller randomly generates a game outcome for
both the primary game and the secondary game based on
probability data. In this embodiment, the central server or
controller is capable of storing and utilizing program code or
other data similar to the processor and memory device of the
player station.

In an alternative embodiment, the central server or control-
ler maintains one or more predetermined pools or sets of
predetermined game outcomes. In this embodiment, the cen-
tral server or controller receives the game outcome request
and independently selects a predetermined game outcome
from a set or pool of game outcomes. The central server or
controller flags or marks the selected game outcome as used.
Once a game outcome is flagged as used, it is prevented from
further selection from the set or pool and cannot be selected
by the central controller or server upon another wager. The
provided game outcome can include a primary game out-
come, a secondary game outcome, primary and secondary
game outcomes, or a series of game outcomes.

The central server or controller communicates the gener-
ated or selected game outcome to the initiated player station.
The player station receives the generated or selected game
outcome and provides the game outcome to the player. In an
alternative embodiment, how the generated or selected game
outcome is to be presented or displayed to the player, such as
a reel symbol combination of a player station or a hand of
cards dealt in a card game, is also determined by the central
server or controller and communicated to the initiated player
station to be presented or displayed to the player. Central
production or control can assist a gaming establishment or
other entity in maintaining appropriate records, controlling
gaming, reducing and preventing cheating or electronic or
other errors, reducing or eliminating win-loss volatility and
the like.
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In another embodiment, a predetermined game outcome
value is determined for each of a plurality of linked or net-
worked player stations based on the results of a bingo or keno
game. In this embodiment, each individual player station
utilizes one or more bingo or keno games to determine the
predetermined game outcome value provided to the player for
the interactive game played at that player station. In one
embodiment, the bingo or keno game is displayed to the
player. In another embodiment, the bingo or keno game is not
displayed to the player, but the results of the bingo or keno
game determine the predetermined game outcome value for
the interactive game.

In the various bingo embodiments, as each player station is
enrolled in the bingo game, such as upon an appropriate
wager or engaging an input device, the enrolled player station
is provided or associated with a different bingo card. Each
bingo card consists of a matrix or array of elements, wherein
each element is designated with a separate indicia, such as a
number. It should be appreciated that each different bingo
card includes a different combination of elements. For
example, if four bingo cards are provided to four enrolled
player stations, the same element may be present on all four of
the bingo cards while another element may solely be present
on one of the bingo cards.

In operation of these embodiments, upon providing or
associating a different bingo card to each of a plurality of
enrolled player stations, the central controller randomly
selects or draws, one at a time, a plurality of the elements. As
each element is selected, a determination is made for each
player station as to whether the selected element is present on
the bingo card provided to that enrolled player station. This
determination can be made by the central controller, the
player station, a combination of the two, or in any other
suitable manner. If the selected element is present on the
bingo card provided to that enrolled player station, that
selected element on the provided bingo card is marked or
flagged. This process of selecting elements and marking any
selected elements on the provided bingo cards continues until
one or more predetermined patterns are marked on one or
more of the provided bingo cards. It should be appreciated
that in one embodiment, the player station requires the player
to engage a “daub” button (not shown) to initiate the process
of the player station marking or flagging any selected ele-
ments.

After one or more predetermined patterns are marked on
one or more of the provided bingo cards, a game outcome is
determined for each of the enrolled player stations based, at
least in part, on the selected elements on the provided bingo
cards. As described above, the game outcome determined for
each player station enrolled in the bingo game is utilized by
that player station to determine the predetermined game out-
come provided to the player. For example, a first player sta-
tion to have selected elements marked in a predetermined
pattern is provided a first outcome of win $10 which will be
provided to a first player regardless of how the first player
plays in a first game and a second player station to have
selected elements marked in a different predetermined pat-
tern is provided a second outcome of win $2 which will be
provided to a second player regardless of how the second
player plays a second game. It should be appreciated that as
the process of marking selected elements continues until one
or more predetermined patterns are marked, this embodiment
insures that at least one bingo card will win the bingo game
and thus at least one enrolled player station will provide a
predetermined winning game outcome to a player. It should
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be appreciated that other suitable methods for selecting or
determining one or more predetermined game outcomes may
be employed.

In one example of the above-described embodiment, the
predetermined game outcome may be based on a supplemen-
tal award in addition to any award provided for winning the
bingo game as described above. In this embodiment, if one or
more elements are marked in supplemental patterns within a
designated number of drawn elements, a supplemental or
intermittent award or value associated with the marked
supplemental pattern is provided to the player as part of the
predetermined game outcome. For example, if the four cor-
ners of a bingo card are marked within the first twenty
selected elements, a supplemental award of $10 s provided to
the player as part of the predetermined game outcome. It
should be appreciated that in this embodiment, the player of a
player station may be provided a supplemental or intermittent
award regardless of if the enrolled player station’s provided
bingo card wins or does not win the bingo game as described
above.

In another embodiment, one or more of the player stations
are in communication with a central server or controller for
monitoring purposes only. That is, each individual player
station randomly generates the game outcomes to be provided
to the player and the central server or controller monitors the
activities and events occurring on the plurality of player sta-
tions. In one embodiment, the gaming network includes a
real-time or on-line accounting and gaming information sys-
tem operably coupled to the central server or controller. The
accounting and gaming information system of this embodi-
ment includes a player database for storing player profiles, a
player tracking module for tracking players and a credit sys-
tem for providing automated casino transactions.

Inone embodiment, the player stations disclosed herein are
associated with or otherwise integrated with one or more
player tracking systems. In this embodiment, the player sta-
tion and/or player tracking system tracks players gaming
activity at the player station. In one such embodiment, the
player station and/or associated player tracking system timely
tracks when a player inserts their playing tracking card to
begin a gaming session and also timely tracks when a player
removes their player tracking card when concluding play for
that gaming session. In another embodiment, rather than
requiring a player to insert a player tracking card, the player
station utilizes one or more portable devices carried by a
player, such as a cell phone, a radio frequency identification
tag or any other suitable wireless device to track when a
player begins and ends a gaming session. In another embodi-
ment, the player station utilizes any suitable biometric tech-
nology or ticket technology to track when a player begins and
ends a gaming session.

During one or more gaming sessions, the player station
and/or player tracking system tracks any suitable informa-
tion, such as any amounts wagered, average wager amounts
and/or the time these wagers are placed. In different embodi-
ments, for one or more players, the player tracking system
includes the player’s account number, the player’s card num-
ber, the player’s first name, the player’s surname, the player’s
preferred name, the player’s player tracking ranking, any
promotion status associated with the player’s player tracking
card, the player’s address, the player’s birthday, the player’s
anniversary, the player’s recent gaming sessions, or any other
suitable data.

A plurality of the player stations are capable of being
connected together through a data network. In one embodi-
ment, the data network is a local area network (LAN), in
which one or more of the player stations are substantially
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proximate to each other and an on-site central server or con-
troller as in, for example, a gaming establishment or a portion
of'a gaming establishment. In another embodiment, the data
network is a wide area network (WAN) in which one or more
of the player stations are in communication with at least one
off-site central server or controller. In this embodiment, the
plurality of player stations may be located in a different part
of the gaming establishment or within a different gaming
establishment than the off-site central server or controller.
Thus, the WAN may include an off-site central server or
controller and an off-site player station located within gaming
establishments in the same geographic area, such as a city or
state. The WAN gaming system may be substantially identical
to the LAN gaming system described above, although the
number of player stations in each system may vary relative to
each other.

In another embodiment, the data network is an internet or
intranet. In this embodiment, the operation of the player sta-
tion can be viewed at the player station with at least one
internet browser. In this embodiment, operation of the player
station and accumulation of credits may be accomplished
with only a connection to the central server or controller (the
internet/intranet server) through a conventional phone or
other data transmission line, digital subscriber line (DSL),
T-1 line, coaxial cable, fiber optic cable, or other suitable
connection. In this embodiment, players may access an inter-
net game page from any location where an internet connec-
tion and computer, or other internet facilitator are available.
The expansion in the number of computers and number and
speed of internet connections in recent years increases oppor-
tunities for players to play from an ever-increasing number of
remote sites. It should be appreciated that enhanced band-
width of digital wireless communications may render such
technology suitable for some or all communications, particu-
larly if such communications are encrypted. Higher data
transmission speeds may be useful for enhancing the sophis-
tication and response of the display and interaction with the
player.

In another embodiment, as described above, the gaming
system is in communication with a central server or control-
ler. The central server or controller may be any suitable server
or computing device which includes at least one processor
and a memory or storage device. In alternative embodiments,
the central server is a progressive controller or another player
station in the gaming system. In one embodiment, the
memory device stores different game programs and instruc-
tions, executable by a player station processor, to control the
player station. Each executable game program represents a
different game or type of game which may be played on one
or more of the player stations in the gaming system. Such
different games may include the same or substantially the
same game play with different pay tables. In different
embodiments, the executable game program is for a primary
game, a secondary game or both. In another embodiment, the
game program may be executable as a secondary game to be
played simultaneous with the play of a primary game (which
may be downloaded to or fixed on the player station) or vice
versa.

In this embodiment, one, all or a plurality of the player
stations at least includes one or more display devices and/or
one or more input devices for interaction with a player. A local
processor, such as the above-described player station proces-
sor or a processor of a local server, is operable with the display
device(s) and/or the input device(s) of one or more of the
player stations.

In operation, the central controller is operable to commu-
nicate one or more of the stored game programs to at least one
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local processor. In different embodiments, the stored game
programs are communicated or delivered by embedding the
communicated game program in a device or a component
(e.g., a “chip” to be inserted in a player station), writing the
game program on a disc or other media, downloading or
streaming the game program over a dedicated data network,
internet or a telephone line. After the stored game programs
are communicated from the central server, the local processor
executes the communicated program to facilitate play of the
communicated program by a player through the display
device(s) and/or input device(s) of the player station. That is,
when a game program is communicated to a local processor,
the local processor changes the game or type of game played
at the player station or displayed on the display segment.

Though the illustrated embodiments are described with the
central controller determining a game result for the player and
communicating that result to the central display and one or
more player stations, any other suitable game determining
method may be employed in any embodiment of the present
disclosure. In one embodiment, the central display is associ-
ated with a central display server. This central display server
determines the game outcome for the games played on each of
the display segments. The central display server communi-
cates the game outcome to the central controller which com-
municates the game outcome to one or more of the player
stations. In one embodiment, the central controller deter-
mines the award to provide to the player a based on the game
outcome. In another embodiment, the player stations deter-
mine the award to provide to the players based on the game
outcomes.

In another embodiment, the central controller determines
the game outcome displayed on the central display and the
player station determines any award to provide to the player
based on the game outcome.

In another embodiment, the player station determines both
the game outcome and any award to provide to the player
based on the game out come. In another embodiment, the
central controller determines part of the outcome and the
player station determines part of the outcome. That is, both
the central controller and the player station determine part of
a player’s outcome and/or award.

FIG. 3C illustrates one alternative embodiment of a net-
work topology. In one embodiment, the gaming establish-
ment or casino includes a plurality electronic gaming mod-
ules or player stations 20%2 which in the illustrated
embodiment are gaming machines, each of which is part ofa
bank 103 of a plurality of player stations 20/ or part of a
gaming system including a central display as shown in FIGS.
1A, 1D, 1E and 4A, 4B and 4C. It should be appreciated that
many gaming establishments include hundreds or even thou-
sands of player stations 20/ not all of which are included in a
bank 103 or are affiliated with the central display 10. How-
ever, the present disclosure may be implemented in gaming
establishments having any number of gaming machines or
player stations.

Various alternative network topologies can be used to
implement different aspects of the disclosure and/or to
accommodate varying numbers of networked devices. For
example, gaming establishments with very large numbers of
player stations may require multiple instances of some net-
work devices (e.g., of main network device 113, which com-
bines switching and routing functionality in this example)
and/or the inclusion of other network devices not shown in
FIG. 3C. For example, certain implementations of the present
disclosure include one or more middleware servers disposed
between player stations 204 and server-based gaming
(“SBG”) server 115. Such middleware servers can provide
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various useful functions, including but not limited to the
filtering and/or aggregation of data received from bank
switches, from individual gaming machines and from other
player terminals or stations. Some embodiments of the
present disclosure include load balancing methods and
devices for managing network traffic.

In one embodiment, each bank 103 has a corresponding
bank switch 107, which may be a conventional bank switch.
In one embodiment, each bank switch and gaming wall server
16 is connected to a SBG server 115 via a main network
device or central controller 113, which combines switching
and routing functionality in this example. Although various
floor communication protocols may be used, some embodi-
ments use an open, Ethernet-based protocol. However, other
protocols such as Best of Breed (“BOB”) may be used to
implement various aspects of SBG. In one embodiment, a
gaming-industry-specific transport layer called CASH
executes on top of TCP/IP and offers additional functionality
and security.

In one embodiment, the SBG server 115, alicense manager
(notillustrated), an arbiter 109 and a main network device 113
are disposed within a computer room 105 of a gaming estab-
lishment. The central display server 16 may also be included
in the computer room. The license manager may be imple-
mented, at least in part, via a server or a similar device.

For example, the central controller 66 may include the
plurality of different servers and routers to control one or
more functions of the central display or player stations. The
central controller 66 can be configured to implement or per-
form the functions of the other servers, such as the SBG server
115 and the central display server 16. In one embodiment, the
SBG server 115 can be configured to implement, at least in
part, various aspects of the present disclosure. For example,
the SBG server 115 can be configured to perform some or all
of the functions of the central display server 16. Certain
embodiments of the SBG server 115 include (or are at least in
communication with) clustered CPUs, redundant storage
devices, including backup storage devices, switches, etc.
Such storage devices may include a redundant array of inex-
pensive disks (“RAID”), back-up hard drives and/or tape
drives, etc. Preferably, a Radius and a DHCP server are also
configured for communication with the gaming network.
Some embodiments of the disclosure provide one or more of
these servers in the form of blade servers.

In some embodiments of the gaming system, many of these
devices (including but not limited to the license manager, the
main network device 113, and the central display server 16)
are mounted in a single rack with the SBG server 115.
Accordingly, many or all of such devices are sometimes
herein referenced in the aggregate as an SBG server or the
central controller. However, in alternative implementations,
one or more of these devices is in communication with SBG
server 115 but located elsewhere such as at a central display or
a seating area. For example, some of the devices could be
mounted in separate racks within a computer room or located
elsewhere on the network. For example, it can be advanta-
geous to store large volumes of data elsewhere via a storage
area network (“SAN”).

In certain embodiments, these components are of the cen-
tral controller or the SBG server preferably has an uninter-
ruptible power supply (“UPS”). The UPS may be, for
example, a rack-mounted UPS module.

The computer room 105 may include one or more operator
consoles or other host devices that are configured for com-
munication with the SBG server 115. Such host devices may
be provided with software, hardware and/or firmware for
implementing various aspects of the disclosure; many of
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these aspects involve controlling the SBG server 115. How-
ever, such host devices need not be located within computer
room 105. The wired host device 117 (which is a laptop
computer in this example) and wireless host device 119
(which is a PDA in this example) may be located elsewhere in
the gaming establishment or at a remote location.

In one embodiment, the arbiter 109 is implemented via
software that is running on a server or another networked
device. In one embodiment, the arbiter 109 serves as an inter-
mediary between different devices on the network. In some
embodiments, the arbiter 109 is a repository for the configu-
ration information required for communication between
devices on the gaming network 101 and, in some embodi-
ments, devices outside the gaming network.

FIG. 3D is a block diagram of one embodiment of a sim-
plified communication topology between a gaming unit,
player station 121, such as a gaming device, a network com-
puter 123 and an arbiter 109. Although only one gaming unit
121, one network computer 123 and one arbiter 109 are
shown in FIG. 3D, it should be appreciated that the following
examples or embodiments may be applicable to different
types of devices within the gaming network 101 beyond the
gaming unit 121 and the network computer 123 and may
include different quantities of network computers, gaming
security arbiters and gaming units including electronic gam-
ing machines in a gaming wall. For example, a single arbiter
109 may be used for secure communications among a plural-
ity of network computers 123 and tens, hundreds or thousands
of gaming units 121. Likewise, multiple gaming security
arbiters may be utilized for improved performance and other
scalability factors.

Referring to FIG. 3D, in one embodiment, the arbiter 109
includes an arbiter controller 127 that may comprise a pro-
gram memory 129, a microcontroller or microprocessor (MP)
131, a random-access memory (RAM) 133 and an input/
output (/O) circuit 135, all of which may be interconnected
via an address/data bus 137. The network computer 123 may
also include a controller 139 that may comprise a program
memory 141, a microcontroller or microprocessor (MP) 143,
a random-access memory (RAM) 145 and an input/output
(I/0) circuit 147, all of which may be interconnected via an
address/data bus 149. The gaming unit 121 may include a
controller 151, a program memory 153, a microcontroller or
microprocessor (MP) 155, a random-access memory (RAM)
157 and an input/output (I/O) circuit 159, all of which may be
interconnected via an address/data bus 161.

It should be appreciated that although the arbiter 109, the
gaming unit 121 and the network computer 123 are each
shown with only one microprocessor, in different embodi-
ments, the controllers may each include multiple micropro-
cessors. Similarly, the memory of the controllers may include
multiple RAMs and multiple program memories. Although
the I/O circuits are each shown as a single block, it should be
appreciated that the I/O circuits may include a number of
different types of 1/O circuits. The RAMs and program
memories may be implemented as semiconductor memories,
magnetically readable memories, and/or optically readable
memories, for example.

Although the program memories are shown in FIG. 3D as
read-only memories (ROM) the program memories of the
controllers are illustrated in FIG. 3D may be a read/write or
alterable memory, such as a hard disk. In the event a hard disk
is used as a program memory, the address/data buses shown
schematically may each comprise multiple address/data
buses, which may be of different types, and there may be an
1/O circuit disposed between the address/data buses.
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As shown in FIG. 3D, in one embodiment, the gaming unit
121 is operatively coupled to the network computer 123 via
the data link 163. The gaming unit 121 may also be opera-
tively coupled to the arbiter 109 via the data link 165, and the
network computer 123 may likewise be operatively coupled
to the arbiter 109 via the data link 165. It should be appreci-
ated that communications between the gaming unit 121 and
the network computer 123 may involve different information
types of varying levels of sensitivity resulting in varying
levels of encryption techniques depending on the sensitivity
of the information. For example, communications such as
drink orders and statistical information may be considered
less sensitive. A drink order or statistical information may
remain encrypted, although with moderately secure encryp-
tion techniques, such as RC4, resulting in less processing
power and less time for encryption. On the other hand, finan-
cial information (e.g., account information, winnings), game
download information (e.g., game software and game licens-
ing information) and personal information (e.g., social secu-
rity number, personal preferences) may be encrypted with
stronger encryption techniques such as DES or 3DES to pro-
vide increased security.

In one embodiment, the arbiter verifies the authenticity of
each network player station. The arbiter may receive a request
for a communication session from a network device. For ease
of'explanation, the requesting network device may be referred
to as the client, and the requested network device may be
referred to as the host. The client may be any device on the
network and the request may be for a communication session
with any other network device. The client may specify the
host, or the gaming security arbiter may select the host based
on the request and based on information about the client and
potential hosts. The arbiter may provide encryption keys (ses-
sion keys) for the communication session to the client via the
secure communication channel. Either the host and/or the
session key may be provided in response to the request, or
may have been previously provided. The client may contact
the host to initiate the communication session. The host may
then contact the arbiter to determine the authenticity of the
client. The arbiter may provide affirmation (or lack thereof) of
the authenticity of the client to the host and provide a corre-
sponding session key, in response to which the network
devices may initiate the communication session directly with
each other using the session keys to encrypt and decrypt
messages.

Alternatively, upon receiving a request for a communica-
tion session, the arbiter may contact the host regarding the
request and provide corresponding session keys to both the
client and the host. The arbiter may then initiate either the
client or the host to begin their communication session. In
turn, the client and host may begin the communication ses-
sion directly with each other using the session keys to encrypt
and decrypt messages.

In one embodiment, one or a plurality of wireless device
manage a gaming network. Such wireless devices, may
include, but are not limited to, laptops, PDAs or even cellular
telephones. Referring to FIG. 3C, one or more network
devices in a gaming establishment can be configured as wire-
less access points. For example, a casino manager may use a
wireless handheld device to revise and/or schedule gaming
machine configurations while roaming the casino floor. Simi-
larly, a representative of a regulatory body could use a PDA to
for any suitable purpose including but not limited to verify
gaming machine configurations, generate reports, and view
activity logs, while on the casino floor.

If a host device is located in a remote location, in one
embodiment, security methods and devices (such as firewalls,
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authentication and/or encryption) are deployed in order to
prevent the unauthorized access of the gaming network. Simi-
larly, any other connection between gaming network and the
outside world should only be made with trusted devices via a
secure link, e.g., viaa virtual private network (“VPN”) tunnel.
For example, as illustrated in FIG. 3C, the illustrated connec-
tion between the SBG sever 115, a gateway 167 and central
system 169 (in one embodiment illustrated here, IGT.com)
that may be used for game downloads, etc., is advantageously
made via a VPN tunnel.

In one embodiment, an Internet-based VPN uses the open,
distributed infrastructure of the Internet to transmit data
between sites. A VPN may emulate a private IP network over
public or shared infrastructures. A VPN that supports only IP
traffic is called an IP-VPN. VPNs provide advantages to both
the service provider and its customers. For its customers, a
VPN can extend the IP capabilities of a corporate site to
remote offices and/or users with intranet, extranet, and dial-
up services. This connectivity may be achieved at a lower cost
to the gaming entity with savings in capital equipment, opera-
tions, and services.

There are many ways in which IP VPN services may be
implemented, such as, for example, Virtual Leased Lines,
Virtual Private Routed Networks, Virtual Private Dial Net-
works, Virtual Private LAN Segments, etc. Additionally
VPNs may be implemented using a variety of protocols, such
as, for example, IP Security (IPSec) Protocol, Layer 2 Tun-
neling Protocol, Multiprotocol Label Switching (MPLS) Pro-
tocol, etc.

For security purposes, any information transmitted to or
from a gaming establishment over a public network may be
encrypted. In one embodiment, the information may be sym-
metrically encrypted using a symmetric encryption key,
where the symmetric encryption key is asymmetrically
encrypted using a private key. The public key may be obtained
from a remote public key server. In one embodiment, the
encryption algorithm may reside in processor logic stored on
the gaming machine. When a remote server receives a mes-
sage containing the encrypted data, the symmetric encryption
key is decrypted with a private key residing on the remote
server and the symmetrically encrypted information sent
from the gaming machine is decrypted using the symmetric
encryption key. A different symmetric encryption key is used
for each transaction where the key is randomly generated.
Symmetric encryption and decryption is preferably applied to
most information because symmetric encryption algorithms
tend to be 100-10,000 faster than asymmetric encryption
algorithms.

In one embodiment, providing a secure connection
between the local devices of the SBG system and a central
system facilitates the deployment of many features. For
example, a customer (e.g., an employee of a gaming estab-
lishment) can log onto an account of central system (in this
illustrated embodiment, IGT.com) to obtain the account
information such as the customer’s current and prior account
status.

In one embodiment, such a secure connection may be used
by the central system to collect information regarding a cus-
tomer’s system. Such information includes, but is not limited
to, error logs for use in diagnostics and troubleshooting.
Some embodiments of the disclosure enable a central system
to collect other types of information, e.g., information about
the usage of certain types of gaming software, revenue infor-
mation regarding certain types of games and/or gaming
machines for example. In different embodiments, such infor-
mation includes, but is not limited to, information regarding
the revenue attributable to particular games at specific times
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of day, days of the week. Such information may be obtained,
at least in part, by reference to an accounting system of the
gaming network(s).

In one embodiment, automatic updates of a customer’s
SBG server is be enabled. For example, the central system
notifies a local SBG server regarding new products and/or
product updates. For example, the central system notifies a
local SBG server regarding updates of new gaming software,
gaming software updates, peripheral updates, the status of
current gaming software licenses, etc. In some embodiments,
the central system notifies a local SBG server (or another
device associated with a gaming establishment) that an addi-
tional theme-specific data set and/or updates for a previously-
downloaded global payout set are available. Alternatively,
such updates may be automatically provided to the local SBG
server and downloaded to networked gaming machines or
player stations.

In one embodiment, after the local SBG server receives this
information, it is operable to identify relevant products of
interest. For example, the local SBG server identifies gaming
software that is currently in use (or at least licensed) by the
relevant gaming entity and send a notification to one or more
host devices, e.g., via email. In one embodiment, if an update
or a new software product is desired, it can be downloaded
from the central system.

In one embodiment, secure communication links enable
notifications to be sent securely from a local SBG server to
host devices outside of a gaming establishment. For example,
a local SBG server is configured to transmit automatically
generated email reports, and text messages, based on prede-
termined events that will sometimes be referred to herein as
“triggers.” Such triggers can include, but are not limited to,
the condition of a gaming machine door being open, cash box
full, the player station not responding, or verification failure.

In addition, in different embodiments, providing secure
connections between different gaming establishments
enables other implementations of gaming systems at lower
costs. For example, a number of gaming establishments, each
with a relatively small number of gaming machines, may be
owned and/or controlled by the same entity. In such situa-
tions, having secure communications between gaming estab-
lishments makes it possible for a gaming entity to use a single
SBG server as an interface between central system and the
gaming establishments.

An alternative embodiment of a gaming network configu-
ration that may be used to implement additional methods
performed in accordance with the disclosure is illustrated in
FIG. 3E. Gaming establishment 171 may be any type of
gaming establishment, such as a casino, a card room, an
airport, or a store. In this example, gaming network 173
includes more than one gaming establishment, all of which
are networked to a game server or central controller 175.

In the illustrated embodiment, the player station 177, and
the other player stations 179, 181, 183 and 185 include amain
cabinet 187 and a top box 189. In one embodiment, the main
cabinet 187 houses the main gaming elements and can also
house peripheral systems, such as those that utilize dedicated
gaming networks. The top box may also be used to house
these peripheral systems.

In one embodiment, the player station 177 includes a mas-
ter gaming controller 191 which controls the game play on the
player station 171 according to instructions and/or game data
from game server 175 or stored within player station 177 and
receives or sends data to various input/output devices 193 on
the player station 177. In one embodiment, master gaming
controller 191 includes processor(s) and other apparatus of
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the player station systems. In one embodiment, the master
gaming controller 191 communicates with a display device
201.

In one embodiment, a particular gaming entity may desire
to provide network gaming services that provide some opera-
tional advantage. Thus, dedicated networks or subnets may
connect player stations to host servers that track the perfor-
mance of player stations under the control of the entity, such
as for accounting management, electronic fund transfers
(EFTs), cashless ticketing, such as EZPay™, marketing man-
agement, and data tracking, such as player tracking. There-
fore, master gaming controller 191 may also communicate
with EFT system 195, EZPay™ system 197, a proprietary
cashless ticketing system, and player tracking system 203. In
one embodiment, the systems of the player station 177 com-
municate the data onto the network 173 via a communication
board 199.

It will be appreciated that embodiments of the present
disclosure may be implemented on a network with more or
fewer elements than are depicted in FIG. 3E. For example, a
player tracking system is not a necessary feature of some
implementations of the present disclosure. However, player
tracking programs may help to sustain a game player’s inter-
est in additional game play during a visit to a gaming estab-
lishment and may entice a player to visit a gaming establish-
ment to partake in various gaming activities.

In one embodiment, the gaming system includes a DCU
205 and translator 207. The DCU and the translator are not
required for all gaming establishments 171. However, due to
the sensitive nature of much of the information on a gaming
network (e.g., electronic fund transfers and player tracking
data) the manufacturer of a host system may employ a par-
ticular networking language having proprietary protocols.
For example, 10-20 different companies produce player
tracking host systems where each host system may use dif-
ferent protocols. These proprietary protocols are usually con-
sidered highly confidential and not released publicly.

Further, in the gaming industry, gaming machines and
player stations are made by many different manufacturers.
The communication protocols on the player station may be
hard-wired into the player station and each player station/
gaming machine manufacturer may utilize a different propri-
etary communication protocol. A player station manufacturer
may also produce host systems, in which case their player
stations are compatible with their own host systems. How-
ever, in a heterogeneous gaming environment, player stations
from different manufacturers, each with its own communica-
tion protocol, may be connected to host systems from other
manufacturers, each with another communication protocol.
Therefore, communication compatibility issues regarding the
protocols used by the player stations in the system and pro-
tocols used by the host systems must be considered.

A network device that links a gaming establishment with
another gaming establishment and/or a central system will
sometimes be referred to herein as a “site controller” In the
illustrated embodiment, site controller 209 provides this
function for gaming establishment 171. Site controller 209 is
connected to a central system and/or other gaming establish-
ments via one or more networks, which may be public or
private networks. Among other things, site controller 209
communicates with game server 175 to obtain game data,
such as ball drop data, bingo card data, etc.

In the present illustration, player stations 177, 179, 181,
183, and 185 are connected to a dedicated gaming network
173. In one embodiment, the DCU 205 functions as an inter-
mediary between the different player stations on the network
173 and the site controller 209. In one embodiment, the DCU
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205 receives data transmitted from the player stations and
sends the data to the site controller 209 over a transmission
path 211. In some embodiments, when the hardware interface
used by the player station is not compatible with site control-
ler 209, a translator 207 may be used to convert serial data
from the DCU 205 to a format accepted by site controller 209.
The translator may provide this conversion service to a plu-
rality of DCUs.

Further, in some embodiments, the DCU 205 can receive
data transmitted from site controller 209 for communication
to the player stations on the gaming network. The received
data may be, for example, communicated synchronously to
the player stations on the gaming network.

In one embodiment, as illustrated in FIG. 3E, CVT 213
provides cashless and cashout gaming services to the player
stations in gaming establishment 171. In one embodiment,
the CVT 213 authorizes and validates cashless player station
instruments (also referred to herein as “tickets” or “vouch-
ers”), including but not limited to tickets for causing a player
station to display a game result and cash-out tickets. In one
embodiment, the CVT 213 authorizes the exchange of a cash-
out ticket for cash. In one example, when a player attempts to
redeem a cash-out ticket for cash at cashout kiosk 215, cash
out kiosk 215 reads validation data from the cashout ticket
and transmits the validation data to CVT 213 for validation.
The tickets may be printed by player stations, by cashout
kiosk 215, by a stand-alone printer, by CVT 213, or by any
other suitable device. In some embodiments, a cashout ticket
is redeemed for cash by a cashier (e.g., of a convenience
store), by a player station or by a specially configured CVT.

FIG. 3F illustrates one embodiment of a network device
217 that includes a master central processing unit (CPU) 219,
a plurality of interfaces 221, and a bus 223 (e.g., a PCI bus).
Generally, the interfaces 221 include ports 225 appropriate
for communication with the appropriate media. In some
embodiments, one or more of interfaces 221 includes at least
one independent processor and, in some instances, volatile
RAM. The independent processors may be, for example,
ASICs or any other appropriate processors. According to
some such embodiments, these independent processors per-
form at least some of the functions of the logic described
herein. In some embodiments, one or more of interfaces 221
control such communications-intensive tasks as encryption,
decryption, compression, decompression, packetization,
media control and management. By providing separate pro-
cessors for the communications-intensive tasks, interfaces
221 allow the master central processing unit 219 efficiently to
perform other functions such as routing computations, and
network diagnostics, security functions.

In some embodiments, the interfaces 221 are provided as
interface cards (sometimes referred to as “linecards”). In
some embodiments, the interfaces 221 control the sending
and receiving of data packets over the network and sometimes
support other peripherals used with the network device 221.
In various embodiments, the interfaces that may be provided
include FC interfaces, Ethernet interfaces, frame relay inter-
faces, cable interfaces, DSL interfaces, token ring interfaces,
and the like. In addition, various very high-speed interfaces
may be provided, such as fast Ethernet interfaces, Gigabit
Ethernet interfaces, ATM interfaces, HSSI interfaces, POS
interfaces, FDDI interfaces, ASI interfaces, DHEI interfaces
and the like.

When acting under the control of appropriate software or
firmware, in some implementations of the disclosure, the
CPU 219 may be responsible for implementing specific func-
tions associated with the functions of a desired network
device. According to some embodiments, CPU 219 accom-
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plishes all these functions under the control of software
including an operating system and any appropriate applica-
tions software.

In one embodiment, the CPU 219 includes one or more
processors 227. In an alternative embodiment, the processor
227 is specially designed hardware for controlling the opera-
tions of network device 217. In one embodiment, a memory
229 (such as non-volatile RAM and/or ROM) also forms part
of CPU 219. However, there are many different ways in which
memory could be coupled to the system. In one embodiment,
memory block 229 is used for a variety of purposes such as,
for example, caching and/or storing data, programming
instructions, etc.

Regardless of the network device’s configuration, in vari-
ous embodiments, the network device may employ one or
more memories or memory modules (such as, for example,
memory block 231) configured to store data, program instruc-
tions for the general-purpose network operations and/or other
information relating to the functionality of the techniques
described herein. The program instructions may control the
operation of an operating system and/or one or more appli-
cations, for example.

Information and program instructions may be employed to
implement the systems/methods described herein. In various
embodiments, the present disclosure relates to machine-read-
able media that include program instructions, state informa-
tion, etc. for performing various operations described herein.
The machine-readable media include, but are not limited to,
magnetic media such as hard disks, floppy disks, and mag-
netic tape; optical media such as CD-ROM disks; magneto-
optical media; and hardware devices that are specially con-
figured to store and perform program instructions, such as
read-only memory devices (ROM) and random access
memory (RAM). The gaming system programs may embod-
ied in a carrier wave traveling over an appropriate medium
such as airwaves, optical lines, electric lines, etc. Examples of
program instructions include both machine code, such as
produced by a compiler, and files containing higher-level
code that may be executed by the computer using an inter-
preter.

Although many of the components and processes are
described above in the singular for convenience, it should be
appreciated that multiple components and may be repeated.
Although the system shown in FIG. 3F, illustrates one specific
network device of the present disclosure, it is by no means the
only network device architecture on which the various
embodiments of the present disclosure can be implemented.
For example, in one embodiment, an architecture having a
single processor handles communications as well as routing
computations. Further, other types of interfaces and media
could also be used with the network device. The communi-
cation path between interfaces may be bus based or switch
fabric based (such as a cross-bar). processes can also be used
to practice the techniques of the present disclosure.

In another embodiment, a plurality of player stations at one
or more gaming sites may be networked to a central server in
a progressive configuration, as known in the art, wherein a
portion of each wager to initiate a base or primary game may
be allocated to bonus or secondary event awards. In one
embodiment, a host site computer is coupled to a plurality of
the central servers at a variety of mutually remote gaming
sites for providing a multi-site linked progressive automated
gaming system. In one embodiment, a host site computer may
serve player stations distributed throughout a number of prop-
erties at different geographical locations including, for
example, different locations within a city or different cities
within a state.
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In one embodiment, the host site computer is maintained
for the overall operation and control of the system. In this
embodiment, a host site computer oversees the entire progres-
sive gaming system and is the master for computing all pro-
gressive jackpots. All participating gaming sites report to, and
receive information from, the host site computer. Each central
server computer is responsible for all data communication
between the player station hardware and software and the host
site computer. In one embodiment, an individual player sta-
tion may trigger a progressive win, for example through a
game play event such as a symbol-driven trigger in the multi-
component game. In one embodiment, the central server or
other central controller determines when a progressive win is
triggered. In one embodiment, a central controller and an
individual player station work in conjunction with each other
to determine when a progressive win is triggered, for example
through an individual player station meeting a predetermined
requirement established by the central controller.

In one embodiment, a progressive award win is triggered
based on one or more game play events, such as a symbol-
driven trigger. In other embodiments, the progressive award
triggering event or qualifying condition may be by exceeding
a certain amount of game play (such as number of games,
number of credits, or amount of time), or reaching a specified
number of points earned during game play. In another
embodiment, a player station is randomly or apparently ran-
domly selected to provide a player of that player station one or
more progressive awards. In one such embodiment, the player
station does not provide any apparent reasons to the player for
winning a progressive award, wherein winning the progres-
sive award is not triggered by an event in or based specifically
on any of the plays of any primary game. That is, a player is
provided a progressive award without any explanation or
alternatively with simple explanations. In another embodi-
ment, a player is provided a progressive award at least par-
tially based on a game triggered or symbol triggered event,
such as at least partially based on the play of a primary game.

In one embodiment, one or more of the progressive awards
are each funded via a side bet or side wager. In this embodi-
ment, a player must place or wager a side bet to be eligible to
win the progressive award associated with the side bet. In one
embodiment, the player must place the maximum bet and the
side bet to be eligible to win one of the progressive awards. In
another embodiment, if the player places or wagers the
required side bet, the player may wager at any credit amount
during the primary game (i.e., the player need not place the
maximum bet and the side bet to be eligible to win one of the
progressive awards). In one such embodiment, the greater the
players’ wager (in addition to the placed side bet), the greater
the odds or probability that the player will win one of the
progressive awards. It should be appreciated that one or more
of'the progressive awards may each be funded, at least in part,
based on the wagers placed on the primary games of the
gaming machines in the gaming system, via a gaming estab-
lishment or via any suitable manner.

In another embodiment, one or more of the progressive
awards are partially funded via a side-bet or side-wager which
the player may make (and which may be tracked via a side-bet
meter). In one embodiment, one or more of the progressive
awards are funded with only side-bets or side-wagers placed.
In another embodiment, one or more of the progressive
awards are funded based on player’s wagers as described
above as well as any side-bets or side-wagers placed.

In one alternative embodiment, a minimum wager level is
required for a player station to qualify to be selected to obtain
one of the progressive awards. In one embodiment, this mini-
mum wager level is the maximum wager level for the primary
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game in the gaming machine. In another embodiment, no
minimum wager level is required for a gaming machine to
qualify to be selected to obtain one of the progressive awards.

In another embodiment, a plurality of players at a plurality
of linked player stations in a gaming system participate in a
group gaming environment. In one embodiment, a plurality of
players at a plurality of linked player stations work in con-
junction with one another, such as playing together as a team
or group, to win one or more awards. In one such embodi-
ment, any award won by the group is shared, either equally or
based on any suitable criteria, amongst the different players of
the group. In another embodiment, a plurality of players at a
plurality of linked player stations compete against one
another for one or more awards. In one such embodiment, a
plurality of players at a plurality of linked player stations
participate in a gaming tournament for one or more awards. In
another embodiment, a plurality of players at a plurality of
linked player stations play for one or more awards wherein an
outcome generated by one player station affects the outcomes
generated by one or more linked player stations.

As illustrated in FIG. 4A, the gaming system of the present
disclosure may be implemented in any suitable manner. In
FIG. 4A, the central display 10 includes a plurality of display
segments. The display segments may display games or any
suitable advertisement or attract sequence. As illustrated in
this embodiment, a plurality of player stations 204 may be
associated with seats or locations around a table. In one
embodiment, the player station includes a remote control or a
remote device or wireless device.

Itshould be appreciated that any player station may include
any of the elements of any input device. In one embodiment,
the player stations are associated with a payment acceptor or
an account which keeps a balance or a number of credits
maintained for the players. In this illustrated embodiment,
each of the players shares the same payment acceptor. It
should be appreciated that while only one table is displayed in
FIG. 4A, the present disclose may include multiple smaller
tables such as those found in lounges. The present disclosure
enables players to play the gaming system in a more relaxed
atmosphere. In one embodiment, the present disclosure is
implemented through a plurality of connected hand-held
player stations or connected hand held player stations at a
plurality of different locations.

FIG. 4B, illustrates another configuration of the central
display 10 which includes a plurality of display segments
12a, 125, 12¢,12d, 12e, 12f, and 12g. The display segments
may include any suitable type of display device including but
not limited to a television display, a plasma display, an LCD
display, a display based on LED, a display based on organic
LEDs (OLEDs), a display based on polymer LEDs, a display
including a projected or reflected image or any other type of
monitor utilizing any suitable and feasible technology, and
combinations thereof. For example, display segment 124 can
include an L.CD screen and display segment 124 can include
a plasma screen. In another embodiment, each of the display
segments may include a touch-screen with an associated
touch-screen controller. In the illustrated embodiment, the
central display 10 is physically embedded or encased in a
structural wall. In another embodiment, central display 10 is
a standalone structure not supported by a structural wall. In
another embodiment, the central display 10 is suspended
from the ceiling.

In the illustrated embodiment of FIG. 4B, a seating area 15
includes various types of seating: a plurality of sofas 17a and
17b and a recliner-type chair 17¢. The seating area includes a
table 19. A plurality of different player stations 20e, 20f, 20g,
and 207 are located on the table. The player stations include a
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larger tablet touch screen control 20e, a hand-held video
game style control 20f; a keypad 20g and a touch-screen PDA
style control 20/. The seating area 15 may include any suit-
able gaming system elements such as a bill acceptor and card
reader. These components can also be on or encased in table
19 such as ticket printer 21. Other peripherals such as video
camera 23 and digital camcorder 25 can also be connected to
the central display 10. In one embodiment, the seating area 15
includes speakers 27a and 275 for audio output. It should be
appreciated that the seating area 15 may include any suitable
number of tables, number of and type of seats and any suitable
number of and type of player stations.

FIG. 4C illustrates another embodiment of the gaming
system which includes a plurality of central displays 10a, 105
and 10c. There are a plurality of seating variations of the
configuration shown in FIG. 4B. As illustrated in FIG. 4C
each seating area 29, 31 and 33 is associated with a different
one of the central displays 10a, 105 and 10c, respectively. It
should be appreciated that the seating areas may be config-
ured in any suitable manner. It should also be appreciated that
the gaming system may include any suitable of central dis-
plays displayed in any suitable layout.

It should be appreciated that the player stations may be
configured in any suitable format. In one embodiment, the
central display is on a certain level and one or more rows of
chairs are on more than one level. For example, the gaming
system includes a central display including a plurality of
display segments and a player station to insert a wager, select
a chair and for any other suitable usage. The gaming system
includes a plurality of rows of stadium style chairs. That is,
the rows of chairs are on different levels such that every player
may view the central display. The chairs may include one or
more input devices or each chair may be a player station
including one or more input devices, a display device and any
other suitable apparatus. In another embodiment, the gaming
system includes a plurality of different types of seating that
are awarded to players based on predetermined criteria. In
one such embodiment, the gaming system includes one or
more designated seats or player stations such as recliners. The
gaming system enables the players to sit in the designated
seats based on criteria, such as who has played the longest. In
one embodiment, the players move player stations or desig-
nated seats based on one or more designated criteria. For
example, the gaming system enables the player with the high-
est player ranking to sit in a special reclining chair. In one
such embodiment, the player is also enabled to control a
group interactive game. It should be appreciated that the
gaming system may enable any player to sit at any designated
seat for any suitable reason or according to any suitable
criterion.

It should be appreciated that any combination of the ele-
ments of this application may be included in any embodiment
of the present disclosure.

In one embodiment, the gaming system enables a plurality
of players to individually play one or more games on one or
more of the display segments of the central display. As illus-
trated in FIG. 5A, the gaming system 100 includes a central
display 110 which includes a plurality of display segments
112a, 1125, 112¢, 112d, 112, 1121, 112g, 112k, 1121, 112,
112k and 112/. The gaming system includes a plurality of
player stations 114a, 1145, and 114¢ and a central controller.
In this illustrated embodiment, the player stations are a plu-
rality of stand alone player stations. However, it should be
appreciated the gaming system may include any suitable type
of player station and any suitable number of playing stations.
In one embodiment, if there are more players than player
stations, multiple players may use the same player station.
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Inthe illustrated embodiment, each of the display segments
112a, 1125, 112¢, 112d, 112, 112/, 112g, 1124, 1121, 112,
112k and 112/ displays a single game. For example the upper-
left display segment 112a displays a draw poker game and the
lower-left display segment 112i displays a slot game.

The gaming system of the present disclosure can incorpo-
rate any suitable wagering base or primary game and/or bonus
or secondary game that may be displayed on the central
display and/or on one or more player station. The primary or
base game may comprise any suitable reel-type game, card
game, cascading or falling symbol game, number game or
other game of chance susceptible to representation in an
electronic or electromechanical form which produces a ran-
dom outcome based on probability data at the time or after
placement of a wager. That is, different primary wagering
games, such as video poker games, video blackjack games,
video keno, video bingo or any other suitable primary or base
game may be implemented. The primary game may be any
suitable interactive game as well, such as video blackjack,
video poker (including any of the numerous poker games),
video roulette, video baccarat, video craps, alternatives
thereof or any other suitable video table game.

In one embodiment, a base or primary game is a slot game
with one or more paylines as displayed on upper-left display
segment 112a. The paylines may be horizontal, vertical, cir-
cular, diagonal, angled or any combination thereof. In this
embodiment, the display segment includes at least one and
preferably a plurality of reels, such as three to five reels in
either electromechanical form with mechanical rotating reels
or video form with simulated reels and movement thereof. In
one embodiment, an electromechanical display segment
includes a plurality of adjacent, rotatable reels which may be
combined and operably coupled with an electronic display of
any suitable type. In another embodiment, if the reels are in
video form, one or more of the display devices, as described
above, display the plurality of simulated video reels. Each
reel displays a plurality of indicia or symbols, such as bells,
hearts, fruits, numbers, letters, bars or other images which
preferably correspond to a theme associated with the display
segment. In another embodiment, one or more of the reels are
independent reels or unisymbol reels. In this embodiment,
each independent or unisymbol reel generates and displays
one symbol to the player. In one embodiment, the player
station awards prizes after the reels of the primary game stop
spinning if specified types and/or configurations of indicia or
symbols occur on an active payline or otherwise occur in a
winning pattern, occur on the requisite number of adjacent
reels and/or occur in a scatter pay arrangement.

In an alternative embodiment, rather than determining any
outcome to provide to the player by analyzing the symbols
generated on any wagered upon paylines as described above,
the player station or the central controller determines any
outcome to provide to the player based on the number of
associated symbols which are generated in active symbol
positions on the requisite number of adjacent reels (i.e., not on
paylines passing through any displayed winning symbol
combinations). In this embodiment, if a winning symbol
combination is generated on the reels, the player station pro-
vides the player one award for that occurrence of the gener-
ated winning symbol combination. For example, if one win-
ning symbol combination is generated on the reels, the player
station will provide a single award to the player for that
winning symbol combination (i.e., not based on the number
of paylines that would have passed through that winning
symbol combination). It should be appreciated that because a
player station with wagering on ways to win provides the
player one award for a single occurrence of a winning symbol
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combination and a player station with paylines may provide
the player more than one award for the same occurrence of a
single winning symbol combination (i.e., if a plurality of
paylines each pass through the same winning symbol combi-
nation), it is possible to provide a player at a ways to win
player station with more ways to win for an equivalent bet or
wager on a traditional slot player station with paylines.

In one embodiment, the total number of ways to win is
determined by multiplying the number of symbols generated
in active symbol positions on a first reel by the number of
symbols generated in active symbol positions on a second reel
by the number of symbols generated in active symbol posi-
tions on a third reel and so on for each reel of the player station
with at least one symbol generated in an active symbol posi-
tion. For example, a three reel player station with three sym-
bols generated in active symbol positions on each reel
includes 27 ways to win (i.e., 3 symbols on the first reelx3
symbols on the second reelx3 symbols on the third reel). A
four reel player station with three symbols generated in active
symbol positions on each reel includes 81 ways to win (i.e., 3
symbols on the first reelx3 symbols on the second reelx3
symbols on the third reelx3 symbols on the fourth reel). A five
reel game with three symbols generated in active symbol
positions on each reel includes 243 ways to win (i.e., 3 sym-
bols on the first reelx3 symbols on the second reelx3 symbols
on the third reelx3 symbols on the fourth reelx3 symbols on
the fifth reel). It should be appreciated that modifying the
number of generated symbols by either modifying the num-
ber of reels or modifying the number of symbols generated in
active symbol positions by one or more of the reels, modifies
the number of ways to win.

In another embodiment, the player station enables a player
to wager on and thus activate symbol positions. In one such
embodiment, the symbol positions are on the reels. In this
embodiment, if based on the player’s wager, a reel is acti-
vated, then each of the symbol positions of that reel will be
activated and each of'the active symbol positions will be part
of one or more of the ways to win. In one embodiment, if
based on the player’s wager, a reel is not activated, then a
designated number of default symbol positions, such as a
single symbol position of the middle row of the reel, will be
activated and the default symbol position(s) will be part of
one or more of the ways to win. This type of gaming machine
enables a player to wager on one, more or each of the reels and
the processor of the player station uses the number of wagered
on reels to determine the active symbol positions and the
number of possible ways to win. In alternative embodiments,
(1) no symbols are displayed as generated at any of the inac-
tive symbol positions, or (2) any symbols generated at any
inactive symbol positions may be displayed to the player but
suitably shaded or otherwise designated as inactive.

In one embodiment wherein a player wagers on one or
more reels, aplayer’s wager of one credit may activate each of
the three symbol positions on a first reel, wherein one default
symbol position is activated on each of the remaining four
reels. In this example, as described above, the player station
provides the player three ways to win (i.e., 3 symbols on the
first reelx1 symbol on the second reelx1 symbol on the third
reelx1 symbol on the fourth reelx1 symbol on the fifth reel).
In another example, a player’s wager of nine credits may
activate each of the three symbol positions on a first reel, each
of'the three symbol positions on a second reel and each ofthe
three symbol positions on a third reel wherein one default
symbol position is activated on each of the remaining two
reels. In this example, as described above, the player station
provides the player twenty-seven ways to win (i.e., 3 symbols
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on the first reelx3 symbols on the second reelx3 symbols on
the third reelx1 symbol on the fourth reelx1 symbol on the
fifth reel).

In one embodiment, to determine any award(s) to provide
to the player based on the generated symbols, the player
station individually determines if a symbol generated in an
active symbol position on a first reel forms part of a winning
symbol combination with or is otherwise suitably related to a
symbol generated in an active symbol position on a second
reel. In this embodiment, the player station classifies each
pair of symbols which form part of a winning symbol com-
bination (i.e., each pair of related symbols) as a string of
related symbols. For example, if active symbol positions
include a first cherry symbol generated in the top row of a first
reel and a second cherry symbol generated in the bottom row
of a second reel, the player station classifies the two cherry
symbols as a string of related symbols because the two cherry
symbols form part of a winning symbol combination.

After determining if any strings of related symbols are
formed between the symbols on the first reel and the symbols
on the second reel, the player station determines if any of the
symbols from the next adjacent reel should be added to any of
the formed strings of related symbols. In this embodiment, for
a first of the classified strings of related symbols, the player
station determines if any of the symbols generated by the next
adjacent reel form part of a winning symbol combination or
are otherwise related to the symbols of the first string of
related symbols. Ifthe player station determines that a symbol
generated on the next adjacent reel is related to the symbols of
the first string of related symbols, that symbol is subsequently
added to the first string of related symbols. For example, if the
first string of related symbols is the string of related cherry
symbols and a related cherry symbol is generated in the
middle row of the third reel, the player station adds the related
cherry symbol generated on the third reel to the previously
classified string of cherry symbols.

On the other hand, if the player station determines that no
symbols generated on the next adjacent reel are related to the
symbols of the first string of related symbols, the player
station marks or flags such string of related symbols as com-
plete. For example, if the first string of related symbols is the
string of related cherry symbols and none of the symbols of
the third reel are related to the cherry symbols of the previ-
ously classified string of cherry symbols, the player station
marks or flags the string of cherry symbols as complete.

After either adding a related symbol to the first string of
related symbols or marking the first string of related symbols
as complete, the player station proceeds as described above
for each of the remaining classified strings of related symbols
which were previously classified or formed from related sym-
bols on the first and second reels.

After analyzing each of the remaining strings of related
symbols, the player station determines, for each remaining
pending or incomplete string of related symbols, if any of'the
symbols from the next adjacent reel, if any, should be added
to any of the previously classified strings of related symbols.
This process continues until either each string of related sym-
bols is complete or there are no more adjacent reels of sym-
bols to analyze. In this embodiment, where there are no more
adjacent reels of symbols to analyze, the player station marks
each of the remaining pending strings of related symbols as
complete.

When each of the strings of related symbols is marked
complete, the player station compares each of the strings of
related symbols to an appropriate paytable and provides the
player any award associated with each of the completed
strings of symbols. It should be appreciated that the player is
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provided one award, if any, for each string of related symbols
generated in active symbol positions (i.e., as opposed to being
based on how many paylines that would have passed through
each of the strings of related symbols in active symbol posi-
tions).

In one embodiment, a game is a poker game as displayed on
the middle-left display segment 112¢ wherein the gaming
system enables the player to play a conventional game of
video poker and initially deals five cards all face up from a
virtual deck of fifty-two card deck. Cards may be dealt asin a
traditional game of cards or in the case of the display segment,
may also include that the cards are randomly selected from a
predetermined number of cards. If the player wishes to draw,
the player selects the cards to hold via one or more input
device, such as pressing related hold buttons of the player
station or via the touch screen of a player station. The player
then presses the deal button and the unwanted or discarded
cards are removed from the display and the player station
deals the replacement cards from the remaining cards in the
deck. This results in a final five-card hand. The gaming sys-
tem compares the final five-card hand to a payout table which
utilizes conventional poker hand rankings to determine the
winning hands. The gaming system provides the player with
an award based on a winning hand and the credits the player
wagered.

In another embodiment, the base or primary game is a
multi-hand version of video draw poker. In this embodiment,
the player station deals the player at least two hands of cards.
In one such embodiment, the cards are the same cards. In one
embodiment each hand of cards is associated with its own
deck of cards. The player chooses the cards to hold in a
primary hand. The held cards in the primary hand are also
held in the other hands of cards. The remaining non-held
cards are removed from each hand displayed and for each
hand replacement cards are randomly dealt into that hand.
Since the replacement cards are randomly dealt indepen-
dently for each hand, the replacement cards for each hand will
usually be different. The poker hand rankings are then deter-
mined hand by hand and awards are provided to the player.

In one embodiment, a game is a keno game wherein the
player station displays a plurality of selectable indicia or
numbers on at least one of the display devices. In this embodi-
ment, the player selects at least one or a plurality of the
selectable indicia or numbers via an input device such as the
touch screen of the player station. The gaming system then
displays a series of drawn numbers to determine an amount of
matches, if any, between the player’s selected numbers and
the player station’s drawn numbers. The player is provided an
award based on the amount of matches, if any, based on the
amount of determined matches and the number of numbers
drawn.

In another embodiment, the base or primary game is any
suitable version of Twenty-One (Blackjack) where a player
tries to achieve ahand with a point total 21 or total closer to 21
than the dealer’s hand but without exceeding 21. In one
embodiment, a player plays at least one hand against at least
one hand of a dealer, using at least one conventional deck of
52 playing cards having established numerical values for each
playing card pursuant to the applicable rules. In one embodi-
ment, the blackjack game includes dealing two cards to each
of the player’s hands and two cards to the dealer’s hand. In
one embodiment, both of the cards are dealt face up and the
according to game rules, the player determines whether to
“double down,” “split pairs,” “take insurance” or “surrender.”
The player is provided an award or outcome based on the dealt
hands.
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In one embodiment, in addition to winning credits in a base
or primary game, the gaming system also gives players the
opportunity to win credits or other awards in a bonus or
secondary game or bonus or secondary round. The bonus or
secondary game enables the player to obtain an award, prize
or payout in addition to the award, prize or payout, if any,
obtained from the base or primary game. In general, a bonus
or secondary game produces a significantly higher level of
player excitement than the base or primary game because it
provides a greater expectation of winning than the base or
primary game and is accompanied with more attractive or
unusual features than the base or primary game. In one
embodiment, the bonus or secondary game may be any type
of suitable game, either similar to or completely different
from the base or primary game.

In another embodiment, the player station processor 22 or
central server 66 randomly provides the player one or more
plays of one or more secondary games. In one such embodi-
ment, the player station does not provide any apparent rea-
sons to the player for qualifying to play a secondary or bonus
game. In this embodiment, qualifying for a bonus game is not
triggered by an event in or based specifically on any of the
plays of any primary game. That is, the player station may
simply qualify a player to play a secondary game without any
explanation or alternatively with simple explanations. In
another embodiment, the player station (or central server)
qualifies a player for a secondary game at least partially based
on a game triggered or symbol triggered event, such as at least
partially based on the play of a primary game.

In one embodiment, the player station includes a program
which will automatically begin a bonus round after the player
has achieved a triggering event or qualifying condition in the
base or primary game. In another embodiment, after a player
has qualified for a bonus game, the player may subsequently
enhance his/her bonus game participation through continued
play on the base or primary game. Thus, for each bonus
qualifying event, such as a bonus symbol, that the player
obtains, a given number of bonus game wagering points or
credits may be accumulated in a “bonus meter” programmed
to accrue the bonus wagering credits or entries toward even-
tual participation in a bonus game. The occurrence of mul-
tiple such bonus qualifying events in the primary game may
result in an arithmetic or exponential increase in the number
of bonus wagering credits awarded. In one embodiment, the
player may redeem extra bonus wagering credits during the
bonus game to extend play of the bonus game.

In one embodiment, no separate entry fee or buy in for a
bonus game need be employed. That is, a player may not
purchase an entry into a bonus game; rather they must win or
earn entry through play of the primary game thus, encourag-
ing play of the primary game. In another embodiment, quali-
fication of the bonus or secondary game is accomplished
through a simple “buy in” by the player for example, if the
player has been unsuccessful at qualifying through other
specified activities. In another embodiment, the player must
make a separate side-wager on the bonus game or wager a
designated amount in the primary game to qualify for the
secondary game. In this embodiment, the secondary game
triggering event must occur and the side-wager (or designated
primary game wager amount) must have been placed to trig-
ger the secondary game.

As illustrated in FIG. 5B, in one embodiment the gaming
system 100 enables the players to play one or more games by
making a wager at one of the player stations. In one embodi-
ment, each of the display segments 112a, 11256, 112¢, 1124,
112e¢, 1121, 112g, 112k, 112i, 112/, 112k and 112/ displays a
separate or independent game. Players at the first and second
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player stations 1144 and 1145 insert wagers to initiate game
play. As illustrated on a display device of the first player
station 114a, the first player places a wager to play two
games. As illustrated on a display device of the second player
station 1144, the second player places a wager to play one
game. In the illustrated embodiment, a wager is not made at
the third player station 114c.

In this embodiment, each of the display segments is asso-
ciated with a single game at a time. The gaming system
enables the player to pick one display segment per game,
thereby picking the game to play.

As illustrated in FIG. 5C, the first player picks the display
segment displaying bingo 112f'and one of the display seg-
ments displaying poker 112/, as indicated by the letter “A” in
the upper left-hand corner of the two display segments. The
second player picks one of the display segments 1127 display-
ing a slot game as indicated by the letter “B” in the left hand
corner of the display segment 112i. It should be appreciated
that the players may choose the same, different or overlapping
games in any suitable manner. It should also be appreciated
that the gaming system may indicate the associated display
segments to the players in any suitable manner including but
not limited to: color coordination (i.e., the player holds a
green remote control and the associated display segment dis-
plays a green border); letter coordination (i.e., a player is
assigned a letter “A” and the associated display segment
displays the letter “A”); number coordination (i.e. a player is
assigned number 1 and the associated display segment dis-
plays the number “1”); name coordination (i.e. each player
station enables the player at that player station to enter a name
using an input device or through a player tracking card) or any
other suitable method.

The central controller determines an outcome for each of
the games. As illustrated in FIG. 5D, this outcome is commu-
nicated to the player via the central display 110 and the
individual player stations 114a and 11454. The central con-
troller determines that the first player wins $100 for the bingo
game as illustrated on the display segment 112/ and on the
player station 114a. The central controller determines that the
first player wins $50 for the poker game as illustrated on the
display segment 112/ and on the player station 114a. The
central controller determines the second player wins $200 for
the poker game as illustrated on the display segment 1127 and
the display device of the player station 11454. It should be
appreciated that in other embodiments the display segments
only display the game outcomes and that the individual player
stations display the player’s game results.

It should be appreciated that game selection and/or display
segment selection may occur in any suitable manner. For
example, certain player stations may be associated with cer-
tain display segments. For example, in one embodiment, the
gaming system includes the same number of display seg-
ments as the number of player stations or remote controls.
Each of the player stations or remote controls is associated
with one of the display segments. In another embodiment, the
player stations may be associated with a plurality of the
display segments and the gaming system enables the playerto
pick a display segment from the associated display segments.
For example, Player Station 1 is associated with a first column
of display segments, Player Station 2 is associated with a
second column of display segments, Player Station 3 is asso-
ciated with a third column of display segments and Player
Station 4 is associated with the first and third columns of
display segments. For example, the player at Player Station
One is only enabled to select a display segment from the first
column, and the player at Player Station 2 is only enabled to
select a display segment from the second column, etc.
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In one embodiment, the central controller and the player
station enable the player to choose one or more display seg-
ments. In another embodiment, the central controller and the
player station enable the player to choose the display segment
and then choose one or more games to play on the chosen
display segment. In another embodiment, information from a
player tracking card determines the display segment played
by the player. That is, the player station enables the player to
insert a player tracking card or other identification means
(e.g., entry of an identification number, biometric information
or entry of a name or any other suitable means) the central
controller determines which display segment the player
plays. In another embodiment, the central controller enables
players to reserve one or more display segments and/or one or
more player stations. In another embodiment, the gaming
system enables the player to reserve the whole gaming system
for a group of people to play. In another embodiment, upon a
wager by the player, the central controller randomly associ-
ates at least one display segment with one game for the player.

In another embodiment, the central controller and the
player station enable a plurality of players to simultaneously
play one or more games as a group. That is, one or more
players may play the same primary game or the same bonus
game together. As illustrated in FIGS. 6A, 6B, 6C and 6D, in
one such embodiment, the game played by the players is an
autonomous game with the outcome automatically deter-
mined by the central controller. That is, the game does not
require player control, input or decision making to provide
the players with a game result except for the wagering infor-
mation entered by the player. After game initiation, the central
controller provides the players a result. This embodiment
enables players to play a game individually or with another
player. However, if a player is individually playing a game,
other players can view that player’s game results. It should be
appreciated that the autonomous gaming may include one or
more predetermined strategies or autoplay strategies for each
game. These predetermined strategies provide the optimal
result for the players of the game.

As illustrated in FIGS. 6A, 6B, 6C and 6D, in one embodi-
ment, the central controller and the player stations enable one
or more players to play a game with another player. In one
embodiment, each player playing the same game achieves the
same game outcomes as the other players participating in the
play of the group game, creating an atmosphere of camara-
derie and companionship among the players.

The central controller and the player stations enable the
players to input wagers to play a group game with another
player or to play an individual game. In this embodiment, the
central controller and the player stations enable players to
make inputs to determine which game they want to play, how
many display segments they want to play and which player
station they want to play with if they are playing a group
game. In the illustrated embodiment, the gaming system
requires a higher wager to play a single game on multiple
display segments. It should be appreciated that the gaming
system may enable a player to play one game on multiple
display segments in any suitable manner.

As illustrated in FIGS. 6A, 6B, 6C and 6D, in one embodi-
ment the gaming system 118 includes a central display 120
which includes a plurality of display segments 122a, 1225,
122¢,122d,122¢,122f,122g, 122k, and 122i. In this embodi-
ment, the gaming system 118 includes a plurality of player
stations or player stations: Player Station #1, 124a, Player
Station #2, 1245 and Player Station #3, 124c¢. The central
display 120 displays an attract message on three display seg-
ments 122a, 1224 and 122g, informing players that they may
place a wager to play a game with another player. In the
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second column, the display segments 1225, 122¢, and 1224,
display other games such as bingo, poker and slots, respec-
tively. All of the display segments 122¢, 122f, and 1224, in the
last column of the central display include slot games. The
player stations include individual display devices that prompt
the player to place a wager to play alone or with another
player.

As illustrated in FIG. 6B, in one embodiment, a player of
Player Station #1, 1244, decides to play a game individually.
In this embodiment, the gaming system enables a player to
play more than one display segment based on a player’s
wager. In this illustrated embodiment, the player of Player
Station #1 1224 determines to play a single slot game on three
display segments and enters the appropriate wager. In one
embodiment, the player must wager more to play a game on
multiple display segments. It should be appreciated that a
player may choose a game and/or play more than one display
segment based on any suitable factor or as provided by the
gaming system.

As further illustrated in FIG. 6B, the players of the Player
Station #2, 1245, and Player Station #3, 124c¢, decide to play
a group game. Upon an appropriate wager input, the central
controller prompts the players via Player Station #2 and
Player Station #3 to input the number of the player station that
they are going to play with. The central controller and the
player stations additionally prompt the players to input which
group game they want to play and on how many display
segments. Accordingly, the players enter the number of the
player station, a slot game and one display segment (not
illustrated). In one embodiment, upon the activation of one of
the player stations by the appropriate player input, the central
controller instructs each of the player stations to instruct
potential players that a group game will begin soon. The
player stations can produce audio-visual, audio, or visual
information to inform potential players that a game will be
initiated or started in a designated time period. This informa-
tion informs other potential players if they would like to
participate in the play of the game, they will need to make the
appropriate wagers on the game. It should be appreciated that
any type of suitable queuing method can be used, such as a
countdown of time to enable the players to make the required
inputs and wagers.

As illustrated in FIG. 6C, the central display 120 displays
the selected games to the players. The association of the top
three display segments 122a, 1225 and 122¢ to Player Station
#1 is indicated to the player in FIG. 6C with a 1 displayed in
the upper corner of the three display segments of the first row
122a, 12254, and 122c¢. Each of the display segments 1224,
122b and 122¢ display a single slot reel spinning. It should be
appreciated that if the player chose to play on a single display
segment, the slot game could be displayed on a single display
segment.

As illustrated in FIG. 6C, the game of Player Station #2,
124b, and Player Station #3, 124c, is displayed on a single
display segment 122/. This association is indicated on the
upper left-hand corner of the associated display segment
122h. The display segment displays a plurality of spinning
slot reels.

The central controller determines an award for each of the
players. As illustrated in FIG. 6D, on the display segments of
the first row, each of the display segments 122a, 1225, and
122¢ generates a bar on the payline, generating a winning
combination for the player. As illustrated in FIG. 6D, the
gaming system provides the player of Player Station #1, 124a,
an award of $250.

As illustrated in FIG. 6D, the display segment 122/ asso-
ciated with Player Station #2 and Player Station #3 displays a
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7 7 7 on the payline. As illustrated in FIG. 6D, the players of
Player Station #2 and Player Station #3 each receive an award
of $100.

As illustrated in FIGS. 7A, 7B, 7C, and 7D, in another
embodiment, player interaction and control is required during
an interactive group game. For example, in some embodi-
ments of video poker, players are required to decide which
cards to hold and which cards to discard. In these multi-player
embodiments which include interactive games, any appropri-
ate method may be employed to determine which player
controls the game.

As illustrated in FIG. 7A, the player stations prompt poten-
tial players to insert a wager to play group blackjack or
individual blackjack.

As illustrated in FIG. 7B, upon the activation of one of the
player stations by the appropriate player input to play group
blackjack, the central controller instructs each of the player
stations to instruct potential players that an interactive group
game will begin soon. A player at Player Station #2, 1325,
appropriately funds one of the player stations by placing a
wager to play group blackjack. The central processor initiates
a queuing sequence displayed by each of the other Player
Stations, 132a, and 132c¢ respectively. Each of the player
stations initiate a countdown from 5 to 0 enabling potential
players time to place a wager and play the interactive group
game on one of the unoccupied player stations. The central
controller then determines which of the player stations are in
an active state after the countdown sequence terminates. That
is, the central controller determines which player stations will
participate in the first interactive group game which includes
the multiple players who have placed the wager in the desig-
nated time period.

As illustrated in FIG. 7C, in this example, the player placed
the designated wager at Player Station #2, 1325. Two other
players placed wagers at Player Station #1, 1324 and Player
Station #3, 132¢ during the queuing sequence or participation
period. Therefore, each player station participates in the
group game.

The central controller determines which player to enable to
control the group game. In the illustrated example, the central
controller enables a participating player to make one choice
or input and then another participating player to make one
choice or input beginning with the player who placed the first
wager, for as long as the group game lasts. That is, as indi-
cated in FIG. 7C, each player station informs the player when
they will be enabled to make a group game decision by
making an input for their control turn.

For example, as illustrated in FIG. 7C, the player of Player
Station #2 placed a wager first. Therefore, the display of
Player Station #2 displays, “Congratulations! Since you
wagered first, you begin the game.” After the first player, the
control rotates clockwise to the next player, in this illustrated
embodiment. The display of Player Station #3 displays,
“Congratulations! You get the second input of the game.”
Therefore, the central controller and the player station will
enable the second player to make the first input, the third
player to make the second input, the first player to make the
third input, and the second player to make the fourth input,
etc.

As illustrated in FIG. 7D, the central display 128 begins the
group game by displaying one card of the dealer’s hand and
both cards of the players’ hand. In one embodiment, the
gaming system displays the group game on the whole central
display 128. That is, each display segment 130a, 1305, 130c¢,
130d, 130e, 130/, 130g, 1304, and 130/, either displays a
portion of the group game or nothing at all. However, in other
embodiments, the gaming system displays the group game on
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less than all of the display segments so that the central display
can be used for other games and by other players. It should be
appreciated that the number of the display segments used in
the group game may be based on the number of participating
players and/or on the amount wagered per player or the total
amount wagered.

As illustrated in FIG. 7D, the central controller causes the
central display 128 to initiate the blackjack game. In the
game, the dealer is dealt cards totaling a numerical value of 10
with one card face down and the player is dealt cards totaling
a numerical value of 9. The central display displays the mes-
sage “Player Station #2—make an input to hit or stay.” The
player at Player Station #2 can make aninputto hit to get dealt
another card or to stay, to not get dealt another card. The
player makes an input at Player Station #2 to hit because a
numerical value of 9 is less than a numerical value of 10 and
neither number value is over 21.

As illustrated in FIG. 7E, the central controller selects a 3
as the next card to give to the players’ hand in the game. The
central display 128 displays a 5 ofhearts, a 4 of diamonds and
a 3 of diamonds. The central display displays the message
“Player Station #3—make an input to hit or stay.” The player
makes an input at Player Station #2 to hit.

Asillustrated in FIG. 7F, the central controller selects a 5 of
diamonds as the next card to give to the players’ hand in the
game. The central display 128 displays a 5 of hearts, a 4 of
diamonds, a 3 of diamonds and a 5 of diamonds. The central
display displays the message “Player Station #3—make an
input to hit or stay”” The player makes an input at Player
Station #3 to hit.

As illustrated in FIG. 7G, the central controller selects a 3
of clubs as the next card to give to the players’ hand in the
game. The central display 128 displays a 5 of hearts, a 4 of
diamonds, a 3 of diamonds, a 5 of diamonds a 3 of clubs. The
central display displays the message “You each win $150!”
The players reached a numerical total of 20 and the dealer
only had numerical total of 18. Therefore, the central control-
ler causes each of the player stations to provide the players an
award of $150.

It should be appreciated that in a multi-player interactive
group game, which player or which player station controls the
group game or the order that the players control the group
game can be determined in any suitable manner.

In one embodiment, the central controller randomly
chooses the player from the plurality of players to control the
interactive game.

In one embodiment, the central controller and the player
station enable the person with the highest overall wager for
the group game to control the entire game. For example, in a
group interactive game, a single player makes the highest
wager. The central controller and the player station enable
that player to control the interactive group game and make all
of the inputs for the game. In one such embodiment, if two
players tie and make the same highest wager, the players
share control of the game, each player making every other
required group game decision. In another such embodiment,
if two players tie and make the same highest wager, the central
controller randomly determines which player controls the
game. In another embodiment, if two players tie, the central
controller and the player station enable the players to play a
tie breaker to determine control of the game. It should be
appreciated that any suitable tie breaker may be used to deter-
mine control of the game. In another embodiment, in the
event of a tie for control of the game, the player with the last
control of the group game controls the game. It should be
appreciated that the player may be determined according to
any suitable criteria such as but not limited to: (a) the longest
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playing player; (b) the player with the highest player rank; (c)
the player with a highest single win; (d) player with the
highest wins over a range of time; (e) any suitable player
tracking criteria; (f) the player who played the most simulta-
neous display segments; and (g) a random determination. In
one embodiment, a player who wins or obtains control of the
game may appoint another player to control the game.

In another embodiment, as illustrated above, the gaming
system enables a plurality of the players to control the game.
In one such embodiment, the central controller and the player
stations enable each of the players to control the group game
sequentially, in a predetermined order. In another embodi-
ment, the central controller randomly determines which
player to enable to control the group game after the previous
player controls the game. In another embodiment, the central
controller randomly chooses which player controls the group
game and for what extent of time. In another embodiment, the
central controller and the gaming system enable a player to
control the group game until the player loses or makes a poor
group game decision. That is, a player controls the group
game until a negative outcome occurs in the group game and
then another player controls the game.

In another multi-player interactive group game embodi-
ment, the central controller enables the players to determine
which player controls the game. The central controller
enables the players to determine who controls the group game
in any suitable manner. For example, each of the players may
vote to determine who controls the game. In one such embodi-
ment, a vote may occur at a certain time interval, i.e. every 5
minutes, to ensure that new players may participate. If the
player controlling the group game does not play the group
game for the entire time interval, another player may gain
control of the group game in any appropriate manner. In
another such embodiment, each time a new group game
begins, a vote occurs to determine who is in control of the
game. In one embodiment, a player’s vote is weighted by the
amount they wagered. For example, if Player 1 wagered $4
and Player 2 wagered $2 and Player 3 wagered $2, Player 1’s
vote would count as much as the combined votes of Player 2
and Player 3. The player with the most votes wins. It should be
appreciated that in the voting embodiments, each player need
not be required to vote. The player may abstain from voting
and the vote may not count at all or the central controller may
determine a vote, randomly or otherwise, for the player. In
another embodiment, the player is not required to vote and
instead a vote is made for the player by a predetermined
strategy. In another embodiment, the gaming system enables
the players to vote on the course of action to take. The gaming
system completes the most popular choice. For example, in a
video poker game, each player votes whether to hold a card or
discard a card. The gaming system implements the decision
that receives the greatest number of votes.

In another embodiment, the central controller and the
player station enable a plurality of players to control the group
game based on a wager amount. That is, a player who wagers
the largest amount for a group game obtains a special privi-
lege such as controlling the group game first, controlling the
group game for the longest, or choosing what part of the group
game to control. In another embodiment, each player controls
the group game in the order of highest wager. In one embodi-
ment, a player who wagers the largest amount controls the
group game first, a player who wagers the second largest
amount controls the group game second, etc. In another
embodiment, the amount of time the central controller and the
player station enable the players to control the group game is
based on the wager. For example, each player gets to control
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the group game based on the percent the player wagered of the
total wager made by all of the players for that game.

In another embodiment, the central controller bases control
of the group game on a player tracking criteria. In this
embodiment, the central controller and the player station
enable each of the players to insert a player tracking card. The
central controller bases the control of the group game on a
parameter of player tracking, including but not limited to,
points, length of membership, amount of play in a certain time
period, or an amount wagered in a certain time period.

In another embodiment, one or more different display seg-
ments display the decisions made by a player. For example, if
there are four players in a group multi-component game, a
first display segment displays the group game decision of the
first player, and a second display segment displays the group
game decision of the second player. In another embodiment,
a single display segment displays the decisions of more than
one player. For example, each player makes an individual
input in a game and each player’s decision for a same game
decision is displayed on a single display segment. For
example, if each player receives a same individual hand of
poker against the same hand of a dealer, a first player may
decide to discard the first card and the second player may
decide to hold the first card. Each of these first decisions is
displayed on a single display segment. In one embodiment, a
single display segment displays a split screen which displays
the different decisions made by the different players. In
another embodiment, the display segments each display a
certain number of choices, such as three choices made. In
another embodiment, the gaming system includes cameras or
camcorders and the display segments show live feed or a still
picture of the player next to their decision.

In the group games, in one embodiment the gaming system
requires each player to place the same wager amount and
therefore each player receives a same award upon a winning
group game outcome. In another embodiment, the gaming
system enables players to wager different amounts and there-
fore provides players different awards based on their indi-
vidual wagers upon a winning group game outcome. That is,
though the group game outcome is the same group outcome,
each player receives individual awards based on individual
wagers placed by the players. In another embodiment, the
gaming system enables a player to additionally choose a
wager or credit denomination to play in.

The group game may be a bonus game triggered upon an
event in a base game. In one such embodiment, when one
player achieves the bonus triggering event, the gaming sys-
tem enables each of the other players of the gaming system to
participate in a play of the bonus group game. In another
embodiment, when one player achieves the bonus triggering
event, the gaming system enables each of the other players to
participate in a play of the group bonus game subject to a
condition, such as wagering a predetermined amount. In one
embodiment, display segments work together to display a
group bonus.

The gaming system may enable the players to play the
display segments in any suitable manner. FIGS. 8A and 8B
illustrate an alternative embodiment of associating player
stations with display segments. Though this illustrated
embodiment is directed towards multi-player individual
game play, this embodiment can be implemented in multi-
player group game play, where players participating in the
same game act as teams.

In the illustrated embodiment, the players are in a tourna-
ment to play their game on a certain display segment. That is,
the central controller associates the display segment with a
player station based on a rank of the player playing at that
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player station. This ranking system may be based on any
suitable ranking. For illustrative purposes, the ranking system
of FIGS. 8A and 8B is based on the number of games con-
secutively won by the player.

As illustrated in FIGS. 8 A and 8B, the gaming system 134
includes a central display or common display 136. The central
display includes six display segments 138a, 1385, 138c,
138d, 138¢ and 138f. The gaming system includes six player
stations 140a, 1405, 140c, 140d, 140e, and 140f. Each of the
player stations is associated with one of the display segments
based on how many games the player at that player station has
consecutively won. The player at Player Station #3 is cur-
rently ranked first as illustrated on the display device of
Player Station #3 which displays, “You are the current cham-
pion and you are playing the first display.” As illustrated on
the first display segment 1384, the 3 in the upper corner
illustrates the association between Player Station #3 and the
display segment 138a. The player of Player Station #5 is in
second place and therefore the central controller associates
Player Station #5 with the second display segment 1385. The
second display segment 1385 includes a 5 in the left hand
corner, displaying the association. The player of Player Sta-
tion #2 is in third place and therefore the central controller
associates the player of Player Station #2 with the third dis-
play segment 138¢. The third display segment 138¢ includes
a 2 in the left hand corner, displaying the association. The
player of Player Station #1 is in fourth place and therefore the
central controller associates Player Station #1 with the fourth
display segment 138d4. The fourth display segment 1384
includes a 1 in the left hand corner, displaying the association.
The player of Player Station #6 is in fifth place and therefore
the central controller associates Player Station #6 with the
fifth display segment 138e¢. The fifth display segment 138¢
includes a 6 in the left hand corner, displaying the association.
The player of Player Station #4 is in last place and therefore
the central controller associates Player Station #4 with the
sixth display segment 138f. The sixth display segment 138/
includes a 4 in the left hand corner, displaying the association.
Each time a player at one of the player stations plays a new
game, the rank order of the player stations and the associa-
tions of the display segments may change.

As illustrated in FIG. 8B, upon a new game outcome, the
player of Player Station #5 is now in first place and the player
of Player Station #3 is now in second place. The central
controller associates Player Station #5 with the first display
segment 138a and Player Station #3 with the second display
segment 1384. That is, the players are in a tournament to get
associated with a certain display segment.

In one embodiment, the central controller provides awards
to the players based on the associated display segment. In one
embodiment, once every time interval, the central processor
determines an award to provide to one or more players. For
example, once every half hour, the central controller and the
player station provide an award for the player playing the
player station that is associated with a designated display
segment, such as the first display segment. In another embodi-
ment, the central controller and the player station provide an
award for every player playing the player station associated
with a certain number of display segments. The central con-
troller determines an award to provide to one or more players
for a certain player rank, such as the top three ranked players,
and causes the player stations to provide them with the award.
In one embodiment, the amount a player receives is weighted
based on the player’s rank.

It should be appreciated that this tournament display seg-
ment format can be based on any suitable type of ranking. In
one embodiment, the players are ranked according to total
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amount wagered. In another embodiment, the players are
ranked according to the amount wagered per game or their
rate of play. In another embodiment, the players are ranked
according to a game scoring method. In another embodiment,
the players are ranked according to a player tracking statistic.
In another embodiment, the players are ranked according to
an element of one or more bonus games. In another embodi-
ment, the players are ranked according to a rate of play.

It should be appreciated that the gaming system of the
present disclosure may provide any type of bonus to any
player based on that player’s associated display segment or
any other of the display segments. In one embodiment, upon
a bonus win by one player, one or more other players playing
a game achieve a bonus. In another embodiment, all active
players are enabled to play a group bonus upon a bonus
triggering event in one of the player’s games. In another
embodiment, the player station provides all of the players an
award based on the combination of wins or losses displayed
on the display segments.

It should be appreciated that any suitable tournament may
be implemented on the gaming system. In one embodiment, a
scheduled tournament is played with each player or a certain
number of top players each playing their game on the display
segments of the central display.

In another embodiment, instant tournaments are run for
everyone who is currently playing. That is, each player play-
ing the display segments is prompted to choose to enter a
tournament. In one such embodiment, each player determines
to enter the tournament by buying into the tournament or may
decide not to play. The gaming system runs a tournament. The
tournament may be any type of tournament. In one embodi-
ment, the tournament is a time based tournament, where the
person with the most points or the most credits at the end of a
predetermined amount of time (e.g., 5 minutes) wins the
tournament. In another embodiment, the tournament is game
based and each player receives a certain number of games to
play (e.g., 25 games) and the player with the most points or
credits after 25 games wins.

In another embodiment, a tournament provides an advan-
tage for certain players. For example, a player who has won
the most credits that day chooses the game for the tourna-
ment. In another embodiment, the player with the most pend-
ing credits chooses the game for the tournament. In another
embodiment, the number of simultaneous games a player is
enabled to play is based on the number of display segments
the player plays. For example, at the time of the tournament
message, if the player is playing five display segments, they
get to play five display segments for the tournament, increas-
ing their chances of winning. In another example, the player
is enabled to play the number of display segments they play
on average over a certain period of time, such as one day. The
gaming system enables the players to play that determined
number.

It should be appreciated that the tournament may require
any suitable entry or qualification. For example, tournament
participation may require a buy-in, a bonus credit, a certain
number of games played at the central display, a certain player
rank, a certain number of games played in a casino, a certain
average wagetr, a certain wager at the time of the tournament,
a certain number of wins or a certain number of losses, or a
certain game played at the central display. In one embodi-
ment, the tournament is a live money tournament where the
players wager their own money and whichever player wins
the most credits after a designated number of games or in a
certain time period wins the tournament.

It should be appreciated that the tournaments may be asso-
ciated with any suitable prize and there may be any suitable
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number of winners. The prizes may include monetary prizes,
vacations, vehicles, gift certificates or any other suitable
award. It should also be appreciated that the tournaments may
be multiple rounds. In one such embodiment, preliminary
rounds of the tournament are played on gaming machines and
the final round of the tournament is played on the central
display. It should be appreciated that the tournament may be
an automated tournament where the gaming system controls
the games displayed on the display segments. In another
embodiment, control of one or more display segments is
determined in any suitable manner, including but not limited
to the manners described herein.

It should be appreciated that the tournament may be any
suitable game including but not limited to slots, poker, black-
jackand bingo. It should also be appreciated that a plurality of
tournament players play the same games. For example, a first
player plays the tournament on display segments #1, #2 and
#5 and a second player plays the tournament on #2 and #6.
The players may play the tournament on the same number or
a different number of display segments. It should be appreci-
ated that the number of display segments provided to the
player to play may depend on any suitable factor. It should be
appreciated that the players may each be enabled to play some
but not all of the display segments, or the players of the
tournament could all have the same tournament score.

As illustrated in FIG. 9, the gaming system of the present
disclosure may provide one or more players an award based
on the game results of other display segments. In the illus-
trated embodiment, if a certain group of display segments all
display or result in a winning game outcome, one, a plurality
or all of the active players receive an award.

As illustrated in FIG. 9, the gaming system of the present
disclosure may provide one or more players an award based
on the game results of other display segments. In the illus-
trated embodiment, if a certain group of display segments all
display a winning game outcome, one, a plurality or all of the
active players receive an award.

InFIG. 9, the gaming system 142 includes a central display
144 which includes a plurality of display segments 1464,
14650, 146¢, 146d, 146e, 146/, 146g, 146/ and 146i. In one
embodiment, if the display segments display a certain pattern
or a certain combination of display segments display certain
outcomes, the gaming system awards each of the players an
award. In the illustrated embodiment, the winning pattern is a
“tic-tac-toe” configuration. That is, anytime three display
segments in a row display a winning game result at the same
time, in one embodiment, each player of the gaming system
receives an award. As illustrated in FIG. 9, three of the display
segments 1464, 146¢ and 146/ diagonally display winning
game outcomes. Therefore, each of the player stations 148a,
1485 and 148¢ each display a message informing the players
that they receive a bonus award for the diagonal wins. In
another embodiment, only the players playing the winning
display segments win an award. It should be appreciated that
a certain group of players may only receive an award if a
minimum bet is made by the player. In other embodiments,
awards are only provided to the players if a minimum bet is
made by each of the player’s playing the winning display
segments.

It should be appreciated that this embodiment can be
implemented for any pattern or any combination of winning
or non-winning game outcomes of the display segments. This
combination can include any active or non-active display
segments. In one embodiment, only the players that are play-
ing the display segments that form the winning pattern
receive an award.
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In another embodiment, as illustrated in FIGS. 10A, 10B,
10C, 10D, 10E, 10F, 10G, 10H, and 101, the gaming system
has a participation period and enables the players to wager on
one, a plurality or all of the games during the participation
period. The gaming system then initiates simultaneous game
play for all of the games at the end of the participation period.
This embodiment produces fast-paced gaming enabling play-
ers to quickly and simultaneously wager on multiple games.
As illustrated in FIG. 10A, the gaming system includes a
central display 150. The central display includes a plurality of
different games 152a, 1525, 152¢, 152d, 152¢, 1521, 152g,
152h,152i,152j, 152k and 152/. The gaming system includes
a table 154 including a plurality of different player stations
1564, 1565, 156¢, 156d, 156¢ and 156/

In one embodiment, as illustrated in FIG. 10B, each of the
player stations includes or displays a betting display or bet-
ting menu enabling the player to select which games to wager
on. For example, FIG. 10B illustrates a screen shot of the
display device which includes a touch screen of Player Sta-
tion 1 156a. The display device informs the player to select
the games to wager on. In one embodiment, the display device
enables the player to touch the game or games to wager on and
to touch that game another time to wager another credit on
that game. For example, the player selects a game to wager on
and wagers one credit on that game by touching the corre-
sponding game icon on the touch screen once. To wager two
credits on that game, the player must touch that same game
icon twice. To wager three credits on that game, the player
must touch that same game icon three times. It should be
appreciated that the gaming system may enable the player to
select games and to select wager amounts in any suitable
manner.

As illustrated in FIG. 10C, in the illustrated embodiment,
the participation period is time period of 10 seconds. The
gaming system enables players to wager on games for 10
seconds and then simultaneously displays a game result for
each of the games 152a, 15256, 152¢, 1524, 152¢, 152f, 152g,
1525, 1521, 152j, 152k and 1521.

FIG. 10D is a screen shot of the display device of Player
Station 1 1564 illustrating the selections of an individual
player at Player Station 1 156a. The player wagers one credit
on a slot game 1524, two credits on a bingo game 152f, one
credit on a blackjack game 152/ and three credits on a slot
game 152%. In one embodiment, the display device informs
the player of the participation count down.

FIG. 10E is a screen shot of the display device of Player
Station 3 156c¢ illustrating the individual selections of a player
at Player Station 3 156¢. The player wagers one credit on a
bingo game 152f, two credits on a blackjack game 152 and
three credits on a slot game 152/. As illustrated, in one
embodiment, the display device informs the player of the
participation count down and how much time they have left to
make their selections.

FIG. 10F illustrates the selections of a player at Player
Station 4 1564. The player wagers one credit on a slot game
152d, two credits on a blackjack game 1527 and two credits on
a bingo game 152/

It should be appreciated that some of the players are simul-
taneously wagering on the same games. The same game out-
come will thus provide the participating players with a same
game outcome, creating a feeling of excitement at the table.
However, of players wager on different features of the same
game, for example, different paylines, each of the players
could have a different individual game result resulting from
the same game outcomes. Any awards provided to the players
are additionally based on the amount wagered by that player.
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As illustrated in FIG. 10G, the participation period of the
countdown of 10 seconds is over. The central display displays
each of the games 152a, 15256, 152¢, 1524, 152¢, 152f, 152g,
1524, 152i, 152/, 152k and 152/ generating a game outcome.

As illustrated in FIG. 10H, the central display displays an
outcome for each of the games 152a, 1525, 152¢, 1524, 152e,
1521, 152g, 152k, 152i, 152, 152k and 152/. The gaming
system generates winning game outcomes for a plurality of
the games.

As illustrated in FIG. 10/, each of the players wins a plu-
rality of the games. The player at Player Station 1 won for the
bar-bar-bar-bar symbol combination on the payline of the first
slot game 152a and for the four corners generated in the bingo
game 152f. The player at Player Station 3 won for the four
corners in the bingo game 152f'and for five cherries in the slot
game. The player at Player Station 3 won for the five money
bag symbols generated in the slot game 1524 and for the
bingo win 152/.

As illustrated in FIG. 101, the gaming system begins the
participation period over again.

It should be appreciated that the participation periods may
be implemented in any suitable manner. In one embodiment,
the participation period begins after all of the games have
been played that were wagered on in the prior participation
period. In another embodiment, a next participation begins
before the end of the play of the games or before the awards
are displayed to the player resulting from the games that were
wagered on in the prior participation period. That is, in certain
embodiments, game play and participation periods overlap. It
should be appreciated that different participation periods may
be determined in any suitable manner. In one embodiment,
the participation periods overlap. In another embodiment, the
participation periods are staggered. For example, participa-
tion periods are for different games or different groups of
games overlap and/or are staggered. For example, a partici-
pation period for games 1, 2, and 3 is from 12:00 to 12:02. A
participation period for games 3, 4, and 5 is from 12:01 to
12:03. A participation period for games 6 and 7 is from 12:04
to 12:08. In another embodiment, for a single gaming system
some participation periods overlap and some participation
periods are staggered. The participation periods for different
games may be determined in any suitable manner. The par-
ticipation periods may be any suitable length of time and
different participation periods may include the same amount
of time or different amounts of time. In one embodiment, the
participation period is determined by an occurrence of a trig-
gering event, such as a predetermined amount wagered on a
play of a game or by a predetermined number of players
wagering on a play of a game. For example, when $100 is
wagered on a play of a game, the participation period for that
game ends. In another example, when 10 people wager on a
play of a game, the participation period for that game ends. In
another embodiment, one or more triggering events starts a
countdown for a participation period, for example, when 5
people wager on a play of a game and the total amount
wagered on that play of the game is over $25, the gaming
system ends the participation period in 30 seconds from that
triggering event, enabling other players to place their wagers.

In another embodiment, as illustrated in FIGS. 11A, 11B,
11C, 11D and 11E, each of the games of the central display
includes a game number. The gaming system enables the
players to select a game and determine a wager denomination
(e.g., apenny, anickel, aquarter or a dollar), enter a wager and
press a button to join in. The gaming system informs them of
the game number they will participate in. The gaming system
generates a game outcome on the display segments and dis-
plays the game results on the player the player stations.
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As illustrated in FIG. 11A, the gaming system includes a
central display 158. The central display 158 includes a plu-
rality of display segments 160a, 1605, 160c, 160d, 160e,
1607, 160g, 160/ and 160/ that each display a single game. In
one embodiment, each display segment displays a game num-
ber. For example, the first display segment 160a displays
game number 1000 and the second display segment 1605
displays game number 900. It should be appreciated that the
game numbers may be indicated to the players in any suitable
manner. The game numbers inform the players of the current
game being played on that display segment. In one embodi-
ment, each of the games automatically start. The gaming
system includes a table 162 including a plurality of player
stations 164a, 1645, and 164c¢. In one embodiment, each of
the player stations displays a game index or grid. In one
embodiment, the game index displays each of the games of
the central display or displays a representation of the games
currently being played on the central display. To participate in
one or more of the displayed games, the player simply has to
make an entry at the player station to choose one or more
games, choose a wager denomination and make a wager and
press the join button. The player station then informs the
player of which number game they will be eligible to play.

In one embodiment, as illustrated in FIG. 11B, players at
the second 1645 and the third 164¢ player stations each make
an input to play two games. In one embodiment, a touch
screen of the player station enables the player to touch the
game on the game index to choose the games. It should be
appreciated that the gaming system may enable the player to
choose their games in any suitable manner.

As illustrated in FIG. 11C, in the illustrated embodiment,
the player stations enable the players to place their wagers.
The player at the second player station 1645 chooses or picks
the wager denomination of $0.25 and wagers on three pay-
lines and wagers four credits per payline in the first game
160a and wagers five credits on the blackjack game 160g. The
player at the third player station 164¢ chooses a wager
denomination of $1.00 and wagers on 5 paylines and wagers
two credits per payline in the first game 160a and wagers four
credits in the fifth game 160e.

As illustrated in FIG. 11D, the player stations inform the
players of which games they will play. For example, the
second player station 1645 informs the player that the player
will play game number 1012 on the first display segment
160a, which is currently at game 1011. The second player
station 1645 informs the player that they will additionally
play the next blackjack game at game number 2009. Like-
wise, the third player station 164¢ informs the player that the
player will play the first display segment at game 1012 and the
fifth display segment at game 661.

As illustrated in FIG. 11E, both of the players won. In one
embodiment, one or more of the display segments displays
the outcomes of the game. As illustrated in FIG. 11E, the first
display segment 160a displays a row with five boxes 166,
168, 170, 172 and 174 above the game display. Each of these
boxes corresponds to the game outcomes for each payline
based on a one credit wager. Therefore, players can easily tell
which paylines are winning and how much they won. For
example, an award of two credits is associated with the first
payline as illustrated in the first box 168 displayed on the first
display segment 160a. In one embodiment, each of the play-
ers then win the amount they wagered multiplied by the
payline win. The credits displayed in the boxes on the first
display 160a are general credits that are then transferred to the
denominations chosen by the players. As illustrated in the
FIG. 11E, the display device of the second player station
displays a plurality of game result boxes, displays or areas
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176, 178, 180, 182 and 184 that correspond to the paylines of
the first display segment the player at the second player sta-
tion won eight credits for the first payline. Each credit is worth
$0.25 because that was the credit denomination chosen by the
player. Since the player wagered 4 credits for the first payline
the player wins 8 quarters or two dollars. Likewise, the player
wins twelve $0.25 credits (3x4) for the second payline as
displayed inthe second box 178 of the player station 1645 and
four $0.25 credits (1x4) for the third payline, as indicated in
the third box 180 display of the player station 1645. The
player of the second player station 1645 also won 10 $0.25
credits for winning blackjack. It should be appreciated in
some embodiments the gaming system enables players to
choose different denominations for different games or difter-
ent denominations for the same game. The player of the third
player station 164¢ won four $1.00 credits, (2x2 credits bet
per line) for the first payline as displayed in the first box 186,
six $1.00 credits (3x2) for the second payline as displayed in
the second box 188, two $1.00 credits (1x2) for the third
payline as displayed in the third box 190, ten 1.00 credits
(5x2) for the fourth payline as displayed in the fourth box 192
and did not win any credits for the fifth payline as displayed
in the fifth box 194.

It should be appreciated that the gaming system may
inform the players of eligible games in any suitable manner.
In one embodiment, the player stations inform the player of
which game they are playing. In another embodiment, the
display segments indicate which player is playing which
game. For example, the numbers of the player stations which
are playing that game are displayed on that display segment.
In another embodiment, an icon or nickname of a player is
displayed on the display segment when they are playing that
display segment. In one embodiment, a player may choose to
play the display segments confidentially and nothing is dis-
played associating a particular player with a particular dis-
play segment.

It should be appreciated that the gaming system may
inform the players of the player’s game results and awards in
any suitable manner. In one embodiment, each display seg-
ment displays the game outcomes to the players and the
particular winnings of the player, based on the wagers, are
displayed to the players on their player stations. In one
embodiment, each display segment displays the game out-
comes to the players and the player’s game results are illus-
trated on the player’s player station. In another embodiment,
the wins and/or the game results are displayed to the players
on the display segments. For example, after a game determi-
nation, the display segment displays a screen illustrating each
of the wins for the game, such as Player 1 won 5 credits and
Player 50 won 100 credits. In another embodiment, the dis-
play segments display game results and all monetary wins and
denominations are displayed on the player stations. It should
be appreciated that the central controller and/or the player
stations may determine part or all of a game outcome or
award.

In another embodiment, as illustrated in FIGS. 12A, 12B,
12C, 12D and 12E, a central display 198 includes a plurality
of display segments 200a, 2005, 200¢, 2004, 200e and 200f.
In the illustrated embodiment, each of the display segments
displays a single game. The gaming system includes a gaming
table 202 that includes a plurality of player stations 204a,
2045 and 204c. In one embodiment, the gaming system
includes a plurality of different player stations. As illustrated
in FIG. 12A, the first player station 204q is a hand held device
and the second and third player stations 2045 and 204c,
include largertouch screen tablets. The player stations may be
wireless and need not be played at the gaming table 202 but
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are shown at the gaming table 202 for illustration purposes. In
one embodiment, the gaming system enables the player to
configure one or more aspects of the display of their player
station. For example, the player can request that the player
station provide the player with one or more simulations of
actual game outcomes, just the game results for that player,
one or more actual game replications, the outcome of every
game, every individual player result, just win amounts, with
no display of the game so the player can play on the central
display only (only use player station to make wagers), or any
other suitable display. It should be appreciated that the play-
er’s customizable display choices may be limited depending
on the type of player station the player is using.

As illustrated in FIG. 12B, the gaming system prompts the
players to select their games and place their wagers. The
player at the first player station 204a selects the first game.
The player at the second player station 2045 selects the first
game and the second game. The player at the third player
station 204c selects the third game.

FIG. 12C illustrates an enlarged view of the gaming table
202. The player at the first player station 204a wagers four
credits on the first payline of the first game. The player at the
second player station 2045 wagers three credits on the first
and second paylines of the first game and five credits on the
second game. The player at the third player station 204¢
wagers 10 credits on the third game.

As illustrated in FIG. 12D, each of the games generates a
game outcome. The central display 198 displays the outcome
for each game and the individual player stations display the
game results for each of the players in the customized or
configured format chosen by the player. It should be appre-
ciated that while a plurality of players wager on the same
game and the game has a single game outcome, each of the
players may have different game results by wagering on dif-
ferent aspects of the game, such as by wagering on different
paylines.

FIG. 12E illustrates the display of the game results custom-
ized on each of the player stations. For example, the player at
the first player station 204a customized the handheld display
to only display how much the player won per line. That is, that
player customized the display to only display his or her per-
sonal wins and not to replicate a game outcome. As illustrated
in FIG. 12E, the player station 204a displays three numbers
representing each of the three paylines of the game displayed
by the first display segment 200a. The players win amounts
are shown below. In the illustrated embodiment, the first
payline did not result in a win and therefore the player did not
win. The second player chose to replicate the games that the
player wagered. In one embodiment, the entire game is rep-
licated. In another embodiment, only the game outcome is
displayed or replicated. As illustrated in FIG. 12E, the slot
game and the poker game outcomes that the player wagered
on are split on the display device of the player’s tablet player
station 2045. The player won 50 credits for the three cherries
on the second payline of the first game and did not win in the
second game. In one embodiment, the gaming system high-
lights winning outcomes to the player that the player did not
wager on. For example, in FIG. 12E, the third payline had a
winning combination of four sevens and this third payline is
highlighted by being darker on the player’s player station.
The player at the third player station 204¢ customized the
player station to tell the individual game result and win
amount. Therefore, the player’s player station informs the
player that the player achieved four corners in the bingo game
and won 50 credits.

It should be appreciated that in certain embodiments, the
player may customize the display of central display informa-
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tion and in other embodiments the player is not enabled to
customize the display of central display information. In one
embodiment, the ability to customize information is based on
some aspect of the player such as the frequency the player
plays the games of the central display, the amount wagered on
the games of the central display or a player tracking rank of
the player. It should be appreciated that the ability to custom-
ize the player station display may be based on any suitable
factor. It should also be appreciated that in certain embodi-
ments, the player may customize one or more aspects of the
display of information on the player station (e.g., how game
results are displayed) but may not have the ability to custom-
ize other information (e.g., advertisements displayed on the
player station). It should be appreciated that the player may
customize the player station in any suitable manner. It should
also be appreciated that a player may customize the display of
games to only view a game on a display segment.

Inanother embodiment, the gaming system does not enable
the players to customize the player station game or outcome
displays. The player stations may be configured to display (a)
the wins for that player; (b) the game outcomes for that
player; (c) the wins and losses for that player; (d) a replication
of'the game with that player’s highest wager; (d) one or more
active games wagered on by the player; (e) one or more active
games not wagered on by the player; and (f) additional con-
tent, such as advertisements. The display of the player station
may additionally be based on the type of player station. For
example, a hand-held player station may not be operable to
display as much content as a larger screen of a tablet display
or a gaming device. In one such embodiment, the gaming
system may only enable a player to view games and game
outcomes on the central display.

It should be appreciated that the display segments may
include any suitable display device. As illustrated in FIGS.
13A, 13B, 13C, 13D and 13E, the central display 206 of the
gaming system displays six display segments 208a, 2085,
208¢, 2084, 208¢ and 208/. In the illustrated embodiment, the
upper three display segments 208a, 2085 and 208¢ are
mechanical wheels, though it should be appreciated that the
wheels may be any suitable type of mechanical or video
symbol generator. The lower three display segments 2084,
208¢ and 208 each display a slot game. Every six seconds the
gaming system enables the players to wager on one, two or
three of the slot games. Upon a bonus event, the gaming
system spins one of the bonus wheels. In the illustrated
embodiment, if the player is playing more than one game at
the time of the bonus win, the player receives a multiplier,
which is the number of games the player was playing. For
example, if the player is playing all three slot games and
achieves a bonus wheel spin, the player will receive the
amount of the bonus wheel spin generated multiplied by
three.

As illustrated in FIG. 13A, the player at the first player
station 210a wagered three credits per payline on two pay-
lines of the game displayed by the second display segment
208¢ and two credits on one payline of the first slot game
displayed by the first segment 2084. The player at the third
player station 210c¢ wagered on three paylines of the first slot
game and wagered five credits per payline.

As illustrated in FIG. 13B, the first game generated five
stars on the first payline. In the illustrated embodiment, five
stars is the winning bonus combination. Since the players at
the first and third player stations 210a and 210c¢ both wagered
on the first payline, both players will receive a bonus spin of
one of the wheels.

As illustrated in FIG. 13C, the player of the first gaming
machine will play the bonus game on the first wheel with a
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multiplier of two because the player wagered on two of the
slot games. The player of the third gaming machine will play
the bonus game on the first wheel with no multiplier.

FIG. 13D illustrates the first bonus wheel 2084 spinning.
As illustrated in 13E, the first bonus wheel stopped on the 200
and therefore the player of the third player station receives an
award of 200 credits. The player of the first gaming machine
receives and award of 400 (200x2).

It should be appreciated that the bonus symbol generators
may be allocated to the players in any manner. In one embodi-
ment, the symbol generators are each associated with one of
the display segments. For example, the first symbol generator
208a is associated with the first slot segment 2084 and the
second symbol generator 2085 is associated with the second
slot segment 208¢. Therefore, when a player wins a bonus
round on a display segment, the associated symbol generator
determines the bonus award. In one such embodiment, the
players who wagered on the game or payline resulting in a
bonus receive the same bonus game outcome from the same
spin of the same symbol generator. For example, if the second
display segment generates a bonus round, one spin of the
second bonus symbol generator determines the game out-
come for each of the players but the players may receive
different awards based on any suitable factor (e.g., amount
wagered, multipliers, or player tracking characteristic). In
another embodiment, each player with the same occurrence
of the bonus triggering event receives an individual genera-
tion of the same symbol generator. In another embodiment,
the player station enables a player who receives a bonus round
to make an input to determine the symbol generator. In
another embodiment, the symbol generator that provides the
bonus is randomly determined.

It should be appreciated that any of the embodiments may
include any type of suitable symbol generator for a primary or
base game including but not limited to wheels, reels, dice, or
spheres. There may be any suitable number of symbol gen-
erators located on or associated with the central display. In
one embodiment, the central display only includes one bonus
symbol generator. In another embodiment, the central display
does not include a bonus symbol generator but is associated
with a symbol generator located next to the central display. In
another embodiment, a plurality of different types of bonus
symbol generators are displayed on, part of or associated with
the central display.

It should be appreciated that the games of the display
segments may or may not have bonus rounds. If the games of
the display segments do have bonus rounds, the bonus rounds
may be implemented in a variety of ways. In one bonus round
embodiment, the bonus round is played on the same display
segment that triggered the bonus round. In one such interac-
tive bonus game embodiment, one or more of the players may
control play of the bonus game in any suitable manner. The
bonus round may be a group bonus round for each of the
players participating in the triggering play of the display
segment. In another embodiment, the display segments may
include dedicated bonus display segments. In one such
embodiment, each of the primary games of the display seg-
ments begins at a certain time and therefore the transfer of the
bonus game to a dedicated bonus display segments keeps the
primary games on schedule. In another embodiment, the
bonus round is displayed on the player’s player stations only.
Thus, the display segments continue being available for
wagers and multi-player game play.

It should be appreciated that the bonus outcomes and
awards and the may be determined by the central controller
and/or the player stations. In one embodiment, each player
station includes an RNG to individually generate a bonus
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round outcome. In another embodiment, the central controller
determines the outcome of the bonus game and the player
station determines the actual award given to the player. In
another embodiment, the central controller determines both
the outcome of the bonus game and the actual award given to
the player.

FIGS. 14A, 14B, 14C, 14D, 14E and 14F illustrate one
embodiment of a gaming system 212 including a central
display 214 which includes a plurality of display segments
216a, 2165, 216¢, 216d, 216¢, 2161, 216g, 216/ and 216i. In
this embodiment, each of the games are slot games. In one
such embodiment, the most popular slot games of the casino
are displayed on the central display or gaming wall. In
another such embodiment, the most popular slot games are
displayed on a plurality of display segments and a new game
is introduced on at least one of the display segments. The
gaming system 212 includes a plurality of player stations
220a, 22056 and 220c¢ situated around a table 218. However, if
should be appreciated that the gaming system may include
any suitable type and number of player stations.

As illustrated in FIG. 14A, in this embodiment, the gaming
system activates each of the games after a certain predeter-
mined period of time. In this embodiment, after the games
each generate and display a game outcome there is a ten
second betting period or participation period in-between the
games to enable players to make wagers. Therefore, if the slot
games each take eight seconds to generate a game outcome
from start to finish, every eighteen seconds all of the games
simultaneously begin.

As illustrated in FIG. 14B, the player at the first player
station 220a selects two of the games to play and a player at
the third player station 220c¢ selects two of the games to play.

FIG. 14C illustrates one embodiment of how the gaming
system enables the players to place wagers. As illustrated in
FIG. 14C the first and the third player stations enable the
players to select denominations to wager in include $0.25,
$0.50, $1.00 and $2.00. As illustrated in FIG. 14C, the first
player at the first player station selects the wager denomina-
tion of $0.50 and the player at the third player station selects
the wager of $2.00. Each of the player stations includes a max
wager button which enables the players to wager the maxi-
mum amount on each of the slot games based on the denomi-
nations they choose. The player stations also display an
“other wager” selection which in one embodiment would
enable the players to wager different amounts other than those
displayed. In one embodiment, the player stations enable the
players to submit individual wagers for the each payline of
each game.

As illustrated in FIG. 14D, the ten second participation
period is over and all of the reels of the display segments are
spinning. As illustrated in FIG. 14E, in the illustrated embodi-
ment, each of the slot games display a game outcome simul-
taneously. As illustrated in FIG. 14E, the gaming system
begins the ten second betting period after the game outcomes
are displayed. The gaming system informs the players that
there are ten seconds until the games begin again.

FIG. 14F illustrates an enlarged view of the player stations
displaying the individual game results to each player. As
illustrated in FIG. 14F, the first player won 40 $0.50 credits
for the game #9 and the third player won 40 $2.00 credits for
game #9.

It should be appreciated that the gaming system may dis-
play the games on the display segments in any suitable man-
ner. In one embodiment, each of the games begins and ends at
the same time. In another embodiment, each of the games
begins at the same time and then each of the games ends at a
staggered time. For example, all of the games begin simulta-



US 9,214,056 B2

63

neously and the first display segment first displays a result,
then a second display segment displays a result and then the
third display segment displays a result. The gaming system
then waits for each display segment to display a result and
then starts all of the games in unison over again. In one
embodiment, if a player plays a bonus on one of the display
segments, the other display segments continue to start new
primary games. In another embodiment, if a player plays a
bonus on one of the display segments, the other display seg-
ments do not enable further play until the bonus game fin-
ishes. In another embodiment, each of the games plays at a
standard rate based on the game. For example, each slot game
begins every five seconds and each poker game begins every
seven seconds. In another embodiment, each of the games is
staggered in time such that a game is always available to
wager on and play. In one embodiment, certain groups of
games are played simultaneously. For example the first row of
gaming machines is a group. In one such embodiment, the
groups are staggered such that new groups are frequently
starting new games. For example, the first three games begin
every six seconds and the second group of games runs every
eight seconds. The display segments may be grouped based
on any suitable factor including but not limited to location,
type of game, number of player’s playing, or the total amount
wagered on the games. In certain embodiments, a betting
period is included in-between each game played. In another
embodiment, the games run continuously and bets are made
for a game during a previous play of that game.

The display segments may display a variety of different
types of content such as games or other images, symbols, and
indicia such as visual representations or exhibition of the
movement of objects such as virtual or video reels and
wheels, dynamic lighting, video images, images of people,
characters, places, and faces of cards, advertisements, tour-
nament information, casino information, live television,
player profiles, live players playing the display segments, or
display live action from other parts of the casino.

The games that are displayed by the display segments may
change or be determined in any suitable manner. In one
embodiment, the gaming system includes player tracking
which tracks which games are played the most on the central
display. The gaming system then switches games based on
play. For example, the least played game or the lowest gross-
ing game is switched to the most played game or the highest
grossing game. The least played game may be switched to the
most played game based on any suitable factor such as total
amount wagered or period of time. The games may be server
based and the display segments may quickly switch to a new
game in response to instructions from the server. That is, the
next game is displayed on a display segment without any
down time and there are not any dead screens while down-
loading. In one embodiment, a player can determine the game
to change out and make an input to change one or more of the
displayed games. In another embodiment, the gaming system
includes a queuing system to change out one or more of the
games upon an event. In one embodiment, there are more
games downloaded than display segments. For example,
there are twelve display segments and the gaming system
includes fifteen games. Therefore, the gaming system may
quickly switch games without any down time. In one embodi-
ment, the games are switched according to a time of day. In
another embodiment, one or more players are enabled to
select a game to play. For example, if a player continuously
plays the display segments for an hour or wagers the most on
the display segments for an hour, the gaming system enables
that player to select a game to play on a certain display
segment for a certain period of time. In another embodiment,
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a player who wagers the most for a certain time period or on
a single game may select which game to play on one or more
of the display segments. In one embodiment, big wins are
highlighted by the display segments. That is, one or more
display segments highlight a big win to the other players and
spectators of the central display. In one such embodiment,
display segments that are displaying a game play pause the
game play to display a big win. In another embodiment, the
gaming system enables players to access the internet while
one or more games are being scored. It should be appreciated
that the gaming system may enable a player to select a game
based on any suitable factor or criteria.

Additionally, in different embodiments, the player may
interact with the central display. In one embodiment, the
central display includes one or more touch screens and one or
more players are enabled to play the display segments
directly. In one embodiment, a gaming establishment repre-
sentative makes an input for a player. Direct or indirect inter-
action with the central display may be the result of an award,
such as a bonus win, a type of game, or any other suitable
factor.

In one embodiment, the gaming system includes one or
more progressive games. [t should be appreciated that the
progressive games may be any suitable type of progressive
game. In one embodiment, the gaming system includes a
progressive meter displayed by the central display. In one
embodiment, the progressive is a symbol drive progressive
where a player who generates a designated symbol combina-
tion or game outcome, wins the progressive award. In one
embodiment, the progressive is a mystery progressive. That
is, the player wins the progressive award but the requirements
for winning the progressive award are not known to the
player. For example, the gaming system determines a pro-
gressive amount from a range of progressive amounts. When
a player places a wager that places the progressive award at
the predetermined amount, the player wins the progressive
award.

It should be appreciated that any suitable style of wagering
or combination of styles of wagering may be implemented in
the various embodiments of the gaming system disclosed
herein. In one embodiment, the wager for each game is pre-
determined, such as $1 a game. In another embodiment, the
gaming system requires different wagers for different games.
For example, the gaming system could require $0.50 wager
for slots and a $1.00 wager for video poker. In one embodi-
ment, the gaming system enables the player to determine a
wager amount from a plurality of predetermined choices. In
another embodiment, the gaming system enables the playerto
determine a denomination amount. In one embodiment, the
denomination amounts may be different for one or more
games. In another embodiment, the gaming system enables a
player to wager different denominations on different games
played at the same time. In one embodiment, the gaming
system enables the players to wager in a roulette style of
wagering. In one such embodiment, the gaming system
enables the player to choose a wager denominations, such as:
$0.25, $1, $5, $10, and $25. In one embodiment, the gaming
system enables the players to make as many different bets and
types of bets as the player wants. In one embodiment, the
player is only enable to wager one amount per whole display
segment. In another embodiment, the player is enabled to
place partial bets, such as $25 on display segment one and
display segment two and wins if either or both of the display
segment one or display segment two generate winning out-
comes In one embodiment, the gaming system enables the
player to wager on a group of games. That is, the player can
make one input to wager on multiple games. For example, the
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player can wager on all of the games in column one with a
single input. In another example, the player can press a button
to wager on every game displayed on the central display.

In one embodiment, the gaming system enables the player
to input wager denomination preferences prior to the game
play, such as on the internet or at a kiosk into a player tracking
system or other suitable system. The display segments may
display a generic credit win that functions for each individual
differently based on their chosen credit denominations. In one
embodiment, the display segments do not display any credits
won by the players but the player stations display the credits
won. In another embodiment, the display segments display
only winners’ awards. In another embodiment, each game has
apredetermined denomination and the player’s must play the
predetermined denomination for the game.

In one embodiment, the gaming system enables known
gaming and betting techniques such as “back betting” in
which one or more individuals bet behind a single actual
bettor. In one embodiment, the gaming system also facilitates
proxy betting in which a single bettor has the power to place
wagers on behalf of others.

It should be understood that various changes and modifi-
cations to the presently preferred embodiments described
herein will be apparent to those skilled in the art. Such
changes and modifications can be made without departing
from the spirit and scope of the present subject matter and
without diminishing its intended advantages. It is therefore
intended that such changes and modifications be covered by
the appended claims.

The invention is claimed as follows:

1. A method of operating a gaming system including a
display device and a plurality of player stations playable by a
plurality of players, the display device including a plurality of
display segments each configured to display one of a plurality
of different games, said method comprising:

(a) for each player station, if a physical item associated
with a monetary value is received via an acceptor of said
player station, causing at least one processor to execute
aplurality of instructions to establish a credit balance for
the player of said player station based at least in part on
the monetary value associated with the received physical
item, wherein the physical item is one of: a ticket asso-
ciated with the monetary value and currency;

(b) following an actuation of a first wager button of a first
player station played by a first player, causing the at least
one processor to place a first wager on a game of a first
set of two or more of the plurality of different games, the
credit balance of the first player being decreasable by the
first wager;

(c) in response to placement of the first wager, causing the
at least one processor to execute the plurality of instruc-
tions to initiate a first participation period for each game
of the first set of the games, the first set of the games
including at least one game on which the first wager was
not placed;

(d) during the first participation period, for each of the
plurality of players at one of the plurality of player
stations, enabling said player to actuate a wager button
of said player station at which said player is playing to
individually wager on a play of each of the games of the
first set of the games, the credit balance of said player
being decreasable by said wager;

(e) after termination of the first participation period, for
each play of each game of the first set of the games of
said first participation period, regardless of whether any
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wagers were placed on said play of said game, causing

the at least one processor to execute the plurality of

instructions to:

(1) randomly determine a game outcome;

(i1) independently determine if said randomly deter-
mined game outcome is a winning game outcome or a
losing game outcome, wherein each of the determined
game outcomes can be the winning game outcome or
the losing game outcome;

(iii) operate with the display device to display said play
of the game on one of the display segments of the
display device; and

(iv) for each player station at which any wager was
placed on said play of said game, cause a player
station display device of said player station to:

(A) display the randomly determined game outcome
associated with said wagered on play of said game,
and

(B) display any award based on said displayed game
outcome and an amount wagered on said play of
said game, the credit balance of the player of said
player station being increasable by any award; and

(D) for each player station, if a cashout button of said player
station is actuated, causing the at least one processor to
execute the plurality of instructions to initiate a payout
associated with the credit balance of the player of said
player station.

2. The method of claim 1, wherein the display device is a

single device.

3. The method of claim 1, wherein at least one of the
different games is an interactive game.

4. The method of claim 3, which includes causing the at
least one processor to execute the plurality of instructions to
operate with the player stations to enable a single one of the
players to control the interactive game.

5. The method of claim 3, which includes causing the at
least one processor to execute the plurality of instructions to
operate with the player stations to enable a plurality of the
players to control the interactive game.

6. The method of claim 1, wherein the different games
include a plurality of different types of games.

7. The method, of claim 1, which is at least partially pro-
vided through a data network.

8. The method of claim 7, wherein the data network is an
internet.

9. The method of claim 1, wherein the first set of the games
includes each of the plurality of different games.

10. The method of claim 9, wherein the first set of the
games includes fewer than all of the plurality of different
games.

11. A method of operating a gaming system including a
display device and a plurality of player stations playable by a
plurality of players, the display device including a plurality of
display segments each configured to display one of a plurality
of different games, said method comprising:

(a) for each player station, if a physical item associated
with a monetary value is received via an acceptor of said
player station, causing at least one processor to execute
aplurality of instructions to establish a credit balance for
the player of said player station based at least in part on
the monetary value associated with the received physical
item, wherein the physical item is one of: a ticket asso-
ciated with the monetary value and currency;

(b) enabling each player to actuate a wager button of the
player station of said player to individually wager on a
play of each game, the credit balance of said player
being decreasable by said wager;
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(c) following placement of a first wager on a first game of
a first set of two or more of the plurality of different
games from a first player, causing the at least one pro-
cessor to execute the plurality of instructions to begin a
first participation period for each game of said first set of 5
the games, the first set of the games including at least one
game on which the first wager was not placed;

(d) enabling each other player to actuate a wager button of
the player station of said player to wager on a play of
each of the games of'said first set of the games during the
first participation period, the credit balance of said
player being decreasable by said wager;

(e) following placement of a second wager on a second
game of a second set of two or more of the plurality of
different games from a second player, causing the at
least one processor to execute the plurality of instruc-
tions to begin a second participation period for each
game of said second set of the games, the second set of
the games including at least one game on which the
second wager was not placed;

(f) enabling each other player to actuate the wager button of
the player station of said player to wager on a play of
each of the games of said second set of the games during
the second participation period, the credit balance of
said player being decreasable by said wager;

(g) after termination of the first participation period, caus-
ing the at least one processor to execute the plurality of
instructions to randomly determine a game outcome for
each play of each game of said first set of the games
regardless of whether any wagers were placed on said
play of said game;

(h) after termination of the second participation period,
causing the at least one processor to execute the plurality
of instructions to randomly determine a game outcome
for each play of each game of said second set of the
games regardless of whether any wagers were placed on
said play of said game;

(1) for each game of the first set of the games and the second
set of the games,

(1) causing the at least one processor to execute the
plurality of instructions to operate with the display
device to display said determined game outcome on
one of the display segments of the display device;

(ii) causing the at least one processor to execute the
plurality of instructions to determine if said displayed
game outcome is a winning game outcome, wherein
said displayed game outcome can be the winning
game outcome or a losing game outcome, wherein the
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determination of whether said displayed game out-

come is the winning game outcome is independent

from determinations of whether any other game out-
comes of plays of other games displayed by the dis-
play segments are winning game outcomes; and

(iii) for each player station at which any wager was
placed on said play of said game, causing the at least
one processor to execute the plurality of instructions
to:

(A) operate with at least one player station display
device of said player station to display the deter-
mined game outcome associated with said wagered
on play of said game, and

(B) for each player who placed any wager at said
player station on said wagered on play of said
game, provide said player any award based on an
amount wagered by said player and said displayed
game outcome, the credit balance of said player
being increasable by any provided award; and

(j) for each player station, if a cashout button of said player

station is actuated, causing the at least one processor to
execute the plurality of instructions to initiate a payout
associated with the credit balance of the player of said
player station.

12. The method of claim 11, wherein the display device is
a single device.

13. The method of claim 11, wherein at least one of the
different games is an interactive game.

14. The method of claim 13, which includes causing the at
least one processor to execute the plurality of instructions to
operate with the player stations to enable a single one of the
players to control the interactive game.

15. The method of claim 13, which includes causing the at
least one processor to execute the plurality of instructions to
operate with the player stations to enable a plurality of the
players to control the interactive game.

16. The method of claim 11, wherein the different games
include a plurality of different types of games.

17. The method of claim 11, wherein first participation
period and the second participation period are overlapping.

18. The method of claim 11, wherein first participation
period and the second participation period terminate at dif-
ferent times.

19. The method of claim 11, which is at least partially
provided through a data network.

20. The method of claim 19, wherein the data network is an
internet.
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